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Unfortunately, Palladium Books has neglected, so far, to design a setting 
for Rifts in Australia, a land oozing opportunity for role playing, follows 


is the beginings of an Australia netbook, outlining how I, and my group of 


Aussie role players have been playing Australia. It's fairly large, but as 

yet unfinished, I'll be sending more on it later, as | write it. Please 

e-mail any comments, suggestions etc to me. Likewise, e-mail me with any 
questions you have, | have designed most of Australia, it's just not yet 


written down :*(. 


NOTE: what follows was written over a year or two, and so it has changed 
and been updated a number of times, as | read other Rifts source books. 
Because of the constant change, | often contradict myself, or say things 


which make absolutely no sense whatsoever. 
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RIFTS AUSTRALIA: The Lost Continent. 


by Adam Mansbridge 
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Throughout recorded history the continent Australia has been isolated from 
the rest of the world. At first it was so because of the great distances 
separating Australia from the rest of the so called "civilised world", 
combined with the perils of navigating the eastern coastal waters. With 
the coming of the Rifts, Australia was again all but lost. The terrible 

loss of life and technology deterred exploration for some time, and then, 
by the time people again struck out from their homelands, Australia had 


become near impossible to reach. The mysterious "Black Zone" isolated the 


continent from the rest of the world at the coming of the Rifts, and 
continues to do so. No expedition has returned from an attempt to reach 
the southern continent - all having lost communications a distance away 
from where the continent ought to have been. Similarly, no messages or 
evidence of a civilisation have emerged from Australia. That is, no 


messages until now. 


Recently, fishermen found an ocean going patrol boat adrift off the west 
coast of North America. The ship's crew were missing, and all their 
ammunition had been fired. The life rafts were missing, so presumably the 
crew had abandoned ship. One of the few items left behind was the diary 
of Major B. Rebe. Studies of the diary show that it was written as a 
description of Australia, probably for those unfamiliar with the 


continent. It was the first known communication from the Lost Continent. 


Excerpt from the diary of Major Rebe 
February, 2380. 
Queen Carolyne Christiansen, of the Kingdom of New Australia, 
today has charged me with the compilation of a diary to record 
the current state of the Australian continent. Under these 
orders, | will soend some time travelling Australia, with my 
travels being recorded here. | am simply a soldier, not a writer, and 
so my writings will be of poor quality. But my queen has ordered and 


so | will go. 


Well, now is as good a time as any to start, so! shall give a 


general overview of Australia from what | know now from my 


travels with the Kingdom's armies... 


The Kingdom of New Australia (KONA). 


April, 2380. 

... Fhrough these months of travel in the Kingdom, a sad pattern 
is visible. The cities are cramped and dirty, crime is rampant, 
and education is virtually non existant. The noblemen who were 
given these regions to govern, do so with an iron fist - a 


pattern started by the Queen's father and predecessor. 


Unfortunately, change is difficult, and it will take a few 
generations more to make this a kingdom to benefit all. In the 
meantime, the cities will continue to be places of hardship and 
evil, law will continue to be enforced with power armour, ‘bots 
and guns, and justice will continue to be brought about by 


vigilantes and others who break the laws of the noblemen... 


-Excerpt from the diary of Major Rebe 


The KONA is the most populous of the states that exist on the Australian 
continent. It was formed out of numerous small cities, villages and towns 
in the year AD 2207. Many of these were glad to be allowed to join a 


large group that offered the protection of a military force armed with 


mega damage weapons and equipment, however there were also many that were 
less than enthusiastic about federal rule. Willingly or otherwise, they 


joined or were enveloped by the KONA. 


The Kingdom is an absolute monarchy, currently lead by Queen Carolyne 
Christiansen, a leader of many qualities, both good and bad. Queen 

Carolyne is a just leader of a nation, however she lacks the charisma 

of a great leader, and so is unable to bind together her kingdom. She also 
lacks the strength of character to quickly reshape the kingdom. She 
inherited a divided and unhappy nation from her father. The Kingdom of New 
Australia is being held together now by military force and a lot of luck. 


That is not an enviable position in which to be. 


Most estimates put a breakdown in the kingdom, and a resulting civil war, 


within only five years. 


SUPPORT FOR THE ROYAL HOUSE 

There is little support within her kingdom for Christiansen, few of the 
governors trust her, and the upper class in general see her as a threat 

to their positions. The lower classes get most of their information from 
their superiors, and so many of them have been turned against the Queen 
also. Most of the support for Christiansen comes from better informed of 
the lower class, the more honourable and just of the upper classes, and 
most of all from soldiers of lower rank (those who have to fight), as they 


see Christiansen as their best chance to end the war with Brindabella. 


GREENSTON 

Greenston is the capital city of the KONA, and it is named after the 

KONA's founder, Michael Green, a seemingly legendary figure who lived 
through the Cataclysm and began the organisation of the survivors. He was 
given full power over the people as they trusted him completely, this 

power was given with the aim of making reconstruction come about smoothly, 
but it served only to turn the Republic of New Australia into the Kindom of 
New Australia, when Green named his child as sucessor. Greenston is 
situated in a mountainous area of rugged beauty, overlooking the sea and 
Sydney Bay. The ruins of the old city of Sydney were destroyed, leaving 


only rubble. 


Population: 1,400,000. Many (60%) of whom are human, the remainder 
being D-Bees of all kinds, broken down as follows: 
Humanoid D-Bees 25% 


Other assorted D-Bees 15% 


HISTORY: 

This city was originally a number of towns from the area around the city 

of Sydney. When Sydney was drowned, many people retreated into the 
mountains, but due to the lack of organisation and food many died. It was 
after this point that Michael Green arose and began to bring the people 
together and find areas to found their new civilisation. From then on 
Greenston quickly grew and has become the largest city on the continent. 
However, despite the numbers the city has only recently begun to continue 


technological development in the area of weapons and so although KONA 


troops generally has a great numerical advantage any given battle, they 
need it because of the poor quality weapons and armour. The population 
that Greenston can support is approximately 1,500,000 and looking at the 
birth rate it seems impossible that this number could have not been 
exceeded, however the many wars that Greenston has fought have kept the 
population in check very effectively. Unfortunately this brutal form of 
population control has bred a city of war mongers with little regard for 
human life. Over time, when there have been no wars to fight, there has 
been outbreaks of gang warfare in the city streets that has necessitated 

the formation of a paramilitary police force, the Greenston Anti-Criminal 


Action Group (GACAG). 


THE CITY TODAY: 

Now, the city is an urban sprawl reminiscent of a concrete jungle of the 
late twentieth Century. Crime is high, and criminals are armed with 
energy weapons almost as good as those used by the KONA military. The 
prisons filled up long ago and so the previous monarch ordered the use of 
summary justice in the case of many crimes, including carrying an 
unlicensed energy weapon, assault with a deadly weapon, assualt with 
psychic or magical powers, assault on a police officer, murder, and much 
more. (GMs use your immagination). However, this summary justice only 
really exists in the lower class and slum areas. In the higher class 

areas the police are there more to protect the richer classes against the 
"dirty, parasitic peasants" (a quote from General Patrick Wyatt, head of 
civil security). Greenston is a double walled city, there are walls 


protecting the outer edge of the city, and another wall around the inner 


city, encircling the homes of the rich and influential. The curent queen 

is attempting change the way that the city works, reduce bribery and 
similar problems, and generally clean up the Kingdom and raise the living 
standards of the poor. Unfortunately this is a task that would require a 
revolution or something as drastic. NB: Queen Carolyne has not thought of 
introducing a democratic or similar society, and it is unlikely that she 
would as there is no large democracy in their Known world on which to 


model it. 


RIFT ACTIVITY: 

As with the rest of Australia, there is very little in the way of ley 

lines, however there is a small amount of activity from a nearby nexus. 
The beings that emerge from the rifts are not usually bothered, unless 
they attack people, have valuable skins, or are ugly and not very 


powerful. Such is the situation in Greenston. 


GACAG OCC 

Greenston Anti-Criminal Action Group characters are the law enforcement 
officers for Greenston, sometimes stationed to other cities, with the 
exception of Newcastle which has its own police force. There are two 
groups of officers, sorted depending on thier alignments: In the central 
city, amongst the upper class, are stationed the characters of alignments 
which prevent attacking unarmed or defenceless foes. These character's 
main job is the protection of the nobles, and they are often assigned a 
particular person to defend. The bigest threat to these people is 


transfer to the outer city. The second group are the hardened cops who 


patrol the slums and suburbs of the outer city. In this area criminal 
activity and talk of revolution is rife and so these officers are trained 

to react with deadly force. Occasionally some of these officers break and 
randomly kill innocents. But only occasionally, and the innocents are 
only the poor people. Equally occasionally a good aligned officer is 
assigned to this area and attempts to change things. These officers don't 
last long. Each officer is appointed to either motorcycle, automobile or 
power armour patrol, depending on ability. Of course, characters may be 
put in an area to which they are not suited. Also, characters may ask for 
a transfer, this will often be approved if a character wishes to move to 
the outer city, but may be blocked by a kind or concerned commanding 
officer. However, if characters wish to move from the outer city to the 
inner, they have little chance of sucess, their only hope being a direct 
request for their services as bodyguard from an influential citizen, or 


exceptional performance in the field. 


Attribute Requirements: None. High physical attributes are useful. PP 
12 or better required for power armour 


patrolpersons. 


OCC Skills: Radio Basic (+10%) 
Detect Ambush (+20%) 
Pick Locks (+10%) 
Demolitions Disposal (+5%) 
Boxing 


Prowl (+10%) 


Pilot Automobile (+20%) 

Pilot Motorcycle or Jet pack 

Streetwise (+25%) 

Computer Operation 

WP Energy Rifle 

WP Energy Pistol 

Hand to Hand: Basic 
Hand to hand may be upgraded to expert at the cost of 
1 other skill, or Martial Arts/Assassin at the cost of 


2 other skills. 


OCC Related Skills: 
Select eight other skills from the following list. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Basic Electronics and Computer Repair only 
Espionage: Any (+20%) 
Mechanical: Auto Mechanics and Weapons Engineers. 
Medical: First aid and Paramedic only 
Military: Any (+10%) 
Physical: Any (+20% where applicable) 
Pilot: Any (+15%) 
Pilot related: Any (+20%) 
Rogue: Any (+15%) 
Science: Any 


Technical: Language and Literacy only. 


WP: Any modern, Sword and Knife. 


Wilderness: None 


Secondary Skills: 
The character may also select 4 secondary skills from the above 
list without the benefit of bonuses. One more may be selected 


from all areas at levels 3, 6, 9,12 and 15. 


Equipment: A personal suit of military grade body armour from the MEDIUM 
or LIGHT catagories. A personal choice of plasma or laser weapon and an 
energy pistol as a sidearm. Two clips for each, 3 SDC grenades and two 
Tear gas grenades (For breaking up riots), 4 MDC grenades of choice, 2 
uniforms, gunbelt/bandolier, Walkie Talkie style radio - Scrambled, torch, 


Armoured automobile or motorcycle. 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 
Clips, GACAG vehicles, jet pack, Vigilante power armour, explosives, heavy 
weapons and armour, Cameras and surveillence equipment. Other equipment 


availible through a case by case judgement. 


Money and housing: Each GACAG officer recieves a house on the outer edge 
of the inner city, and payment of a salery of 3000 Credits per month. 
Alternately a character may live in the outer city (albiet in an armoured 
house) and recieve a bonus of 1000 credits a month. This payment reflects 
the danger involved. A character transferred to another city recieves 


2500 credits per month and lives in a four person barracks. 


NEWCASTLE 
POPULATION: 800,000 96% of whom are human 


There is a 4% population of dwarves. 


HISTORY: 

The original city that bore the name Newcastle was obliterated by a 

powerful earthquake. There were few survivors. However when the new city 
was built only kilometres away from the ruins of Old Newcastle it was 
christened in honour of the original city. Starting out as a small town 
populated by a few thousand people from old Newcastle and the surrounding 
area, the name attracted people who believed that the old city had somehow 
escaped destruction. Because of the reason for the attraction of people 

to the city, most of the new population was human, for that reason, when 
more non-humans appeared the people saw them as invaders more than 
anything else, and a great racism arose. Dwarves are accepted primarily 

for three reasons: firstly the city is centred on industry and mining, in 

which dwarves excell, secondly, they do resemble "normal" people strongly, 
and thirdly, a dwarf can drink any human under the table - a fact that the 
people of Newcastle admire. The population rapidly grew. When contact 
was made with the KONA Newcastle turned all efforts to farming, mining and 


manufacture, where the people saw a great deal of money to be made. 


THE CITY TODAY: 
Today, Newcastle is a bustling city of fair size. The standard of living 


is fairly high, but little new technology has been developed. Because of 


thier importance to the KONA, all efforts have been made by Greenston to 
keep it in the kingdom, however the people of Newcastle believe that they 
would be in a stronger position to trade, both with Greenston and other 
cities, if they were independant. Sadly an unusually high level of crime 
has focussed the attention of the population away from issues of 
independance. Incidentally, their alliance with the KONA gives them 
military protection from Greenston, guaranteed trade with other KONA 
states, economic support when needed, and similar support. In exchange 
for this, Newcastle supplies Greenston with cheaper manufactured goods, 
taxes, and people to serve in the military. Their local system of 
government and control is up to the local people, and Newcastle is a 


democracy of sorts. 


NOTE: Some dissidents believe that the high crime rate has been caused by 
the KONA sending GACAG officers into the city under disguise to stir up 


trouble and counter the talk of independance. 


KONA MILITARY OCC's 


Please note that all characters in Australia automaticaly get the 
following skills: 

Language: Australian English 

Literacy: Australian English (-20% in slums of Greenston) 


Math Basic (Everywhere except the KONA slums) 


The vairious types of soldiers all undergo the same training before 


specialising in a particular area. Therefore a system using identical OCC 
Skills and assorted MOS's or Military Occupational Specialties has been 


used. 


Attribute Requirements: Varies with MOS 


OCC Skills: Radio Basic (+10%) 
Pick Locks (+10%) 
Intelligence (-5% yes that is a minus) 
Demolitions Disposal (+5%) 
Boxing 
Prowl (+10%) 
Pilot Automobile or motorcycle (+20%) 
First Aid (+20%) 


WP Energy Rifle 


MOS: INFANTRY: light 
Light Infantry are lightly armed and armoured soldiers whose purpose 
is usually reconnisance. Requires a PE of 14 or higher. 
SKILLS: 
Cook 
Basic Electronics or sniper 
Detect Ambush (+20%) 
Intelligence (+20% rather than -5%) 
Tracking (+10%) 


Wilderness Survival 


Hand to hand: Expert 
Climbing 

Swimming 

Pilot jet pack 

+10% more to prowl 
Navigation 


WP: Energy Pistol 


WEAPONS and EQUIPMENT: 
Medium or light body armour, jet pack, energy weapon of choice, 
energy sidearm of choice, four clips for each, four grenades of 
choice, canteen, signal flares, knife, plasma knife, boots, 
uniform, fatigues. On assignment the character can also recieve 


extra ammunition, explosives and rations. 


MONEY: The light infantryman recieves 2300 credits per month, and a 


place in barracks on base. 


INFANTRY: heavy 
Heavy infantry are well armed and armoured, one in three having a 
suit of power armour. These characters are used for assault missions 
or similar, where concentrated firepower is needed, without 
warranting the use of robots. 
SKILLS: 

Detect Ambush (+20%) 


Demolitions (+20%) or Power armour combat: Elite - Trident 


Wilderness Survival 

Hand to hand: Expert 
Climbing 

Swimming 

Pilot robots and power armour 
Navigation 

WP: Heavy Energy 


WP: Heavy 


WEAPONS and EQUIPMENT: 
Heavy armour or Trident Power Armour, jet pack, energy weapon of 
choice, four clips for each, four grenades of choice, canteen, 
signal flares, knife, plasma knife, boots, uniform, fatigues. 
On assignment the character can also recieve extra ammunition, 


explosives and rations. 


MONEY: The heavy infantryman recieves 2000 credits per month, anda 


place in barracks on base. 


COMMUNICATIONS / MEDICAL OFFICER 
These soldiers fulfil the dual role of medic and communications 
officer. There is at least one with each deployed team. Requires an 
IQ of 12 or higher. 
SKILLS: 

Radio Basic (+30%) 


Cryptography (+15%) 


Radio: Scrambler (+10%) 
T.V./Video (+10%) 
Paramedic (+20%) 

Cook 

Basic Electronics 
Computer Operation (+10%) 
Computer Repair (+15%) 
Wilderness Survival 
Hand to hand: Basic 
Climbing 

Swimming 


Navigation (+20%) 


WEAPONS and EQUIPMENT: 
Heavy armour, Communications pack (Backpack range 100 km), 
energy weapon of choice, four clips, six grenades of choice, 
canteen, signal flares, knife, plasma knife, boots, uniform, 
fatigues. On assignment the character can also recieve extra 
ammunition, explosives and rations, torch, maps, compass, 


medical kit. 


MONEY: The communications officer recieves 2200 credits per month, 


and a place in barracks on base. 


TECHNICAL OFFICER 


These soldiers are either skilled in electrical or mechanical repair 


and engineering. Requires an IQ of 14 or higher 
SKILLS: 
Radio Basic 
Basic Electronics (+20%) 
Advanced Maths (+20%) 
Electrical Engineering or Mechanical Enginnering (+20%) 
Computer Engineer or Weapons Engineer (+20%) 
Robot Mechanics or Robot Electronics (+15%) 
Cook 
Computer Operation (+10%) 
Wilderness Survival 
Hand to hand: Basic 
Climbing 
Swimming 


Navigation (+20%) 


WEAPONS and EQUIPMENT: 
Heavy armour, Electrical and or Mechanical engineering tools, 
energy weapon of choice, four clips, six grenades of choice, 
canteen, signal flares, knife, plasma knife, boots, uniform, 
fatigues. On assignment the character can also recieve extra 
ammunition, explosives and rations, torch, maps, compass, and 


tools. 


MONEY: 


The tech officer recieves 2200 credits per month, and a place in 


barracks on base. 


Secondary Skills: 
The KONA Military character may also select any 6 secondary 


skills. One more may be selected at levels 3, 6, 9, 12 and 15. 


The Military Weapons of The Kingdom of New Australia 


WEAPONS: 


EL-26 

Laser rifle 

Weight: 3.25kg 

Damage: 3D6 MD 

Range: 900m 

Rate of fire: Standard 

Payload: 30 blasts / long E-Clip. 

Bonuses: Laser sight gives +1 to strike. Telescopic site may be 
substituted 

Black Market Cost: 20,000 

This weapon is seldom used due to the Canberras development of high 
quality laser resistant alloys. Particle beam, lon beam and Plasma 
weapons are favoured. Laser technology is not likely to advance in the 


KONA 


EB-12 

Particle beam cannon 

Weight: 4.5kg 

Damage: 6D6 MD 

Range: 650m 

Rate of fire: Aimed shots only 

Payload: 15 blasts / long E-Clip. 

Bonuses: Fitted with telescopic sight +1 strike 


Black Market Cost: 50,000 CR 


EB-11 

lon beam rifle 

Weight: 4kg 

Damage: 4D6 MD/blast 
Range: 700m 

Rate of fire: Standard 
Payload: 20 blasts / clip 


Bonuses: none 


EP-15 

Plasma rifle 

Weight: 3.5kg 
Damage: 6D6 

Range: 350m 

Rate of Fire: Standard 


Payload: 20 blasts / long clip 


Bonuses: None, laser sight may be fitted 


Black Market cost: 35,000 


EB-13 

Robot Particle beam cannon 

Weight: 100kg gun 

Damage: 3D4 x 10 MD 

Range: 1000m 

Rate of fire: aimed shots only, 4 blasts/melee, will overheat after 4 
melees of action, requires 1 melee to cool 

Payload: Unlimited, runs off robot power supply 

Bonuses: none 

Cost: no less than 1,000,000CR, usually unavailable 

This is an enormous weapon usually mounted on giant sized robot vehicles 
or as a tank's main gun. It is not useable by anything smaller than 5m 


tall (15’). 


CX-9 

Anti-Armour recoilless rifle 

Weight: 10kg gun, 1kg/round ammo 

Damage: 2 cartridges: HE: 1D6 x 10 and AP: 2D6 x 10 

Range: HE: 900m AP: 150m 

Rate of fire: A crew of 2 can sustain 3 rounds/melee. 1 man can fire 
1/melee 

Payload: One 


Bonuses: +2 strike from night scope and laser targeting 


Cost: 100,000 cr for the gun, 10,000 CR/ HE round, 20,000 CR / AP round 
This weapon is a heavy anti armour weapon similar to a bazooka. It is 
loaded from the rear by the loader, and fired by the gunner. It is man 
portable and effective against heavy robots when fired from a concealed 
position. The AP round has such a short range because almost the entire 
projectile is filled with a fusion explosive. NOTE: The weapon is exactly 

the same as the one described under Canberra. However, KONA have been 


unable to design such a powerful warhead and so some stats. are changed. 


EB-10 

lon Blaster Pistol 
Weight: 3 kg 
Damage: 3D6 MD 
Rate of Fire: Standard 
Range: 100m 
Payload: 12 shots 
Cost: 7,000 CR 


ARMOUR 
All KONA armour has the following properties: 
1. Optics  -Image intensification (Passive nightsite) 400m - 700m 
-Infra Red optics (Active nightsite) 500m - 600m 
2. Computerised damage gauge and systems errors report on wrist readout 


Laser distance finder 


Se 


Minimum 50MDC 


5. Complete environmental armour 


6. Radiation shielded 

7. Resistant to heat (normal fire etc. no damage, magic, nuclear, plasma, 
etc do FULL damage. 

8. Directional scrambled radio (8km) NOTE: Must know authentification 
codes to use. 

9. Attachment points for jetpack 

10. Attachment points for pouches, ammo belts, etc. 


11. Coloured in Grey, camouflage, or, for medical personnel, white. 


Light: 

Magic Users Armour 

MDC: 50 good mobility, -5% prowl 

Weight: 7kg 

This armour is specially designed for use by spell casters and Psionic 
characters. It is made to allow full use of their natural abilities as 

well as high mobility; to allow them to be rapidly deployed to the front 


line, then moved as needed. 


Espionage Armour 

MDC: 55 Excellent mobility -5% prowl or -10% if not maintained excellently 
(1 hr work a day!) 

Weight 8kg 

An excellent suit of body armour, however, it is prone to suffering wear 
easily, needing constant maintenance to prevent "squeaks" that could be 


deadly to an espionage agent trying not to be found. 


Medium: 

Light Infantry Armour 

MDC: 70 Good mobility, -10% to prowl 

Weight 9kg 

This armour is used by light infantry, fast response teams, medical 
personnel, urban defence, and others needing the ability to move quickly 


to and from the battlefield. 


Heavy: 

Heavy Infantry Armour 

MDC: 110, Poor mobility; -20% prowl 

Weight: 15kg 

Officers of the rank Major or higher can have laser resistant armour, same 
stats but lasers do three quarters damage, Particle beams, plasma, 
nuclear, electrical, etc attacks do full damage. 

This is used in defence, prolonged battle in a single area, and other 


areas where mobility is less important than firepower and brute strength. 


POWER ARMOUR UNITS 


Please note: There are no KONA robots listed as they have found them to be 


useless against other states, being only bigger targets. There are some 


models in prototype testing only. 


"Trident" Power Armour 


The Trident power armour, commonly called "Spike" is used by all members 


of the Kindom of New Australia. The F model is not in use by the 
military, but it is still built for sale to independant cities and 

kindoms. The G model is only sold illegally. The armour gains its name 
from the plasma blades and spikes that it bristles with: The pair of 
plasma swords, shoulder spikes and knee and elbow spikes make this an 
excellent espionage suit, with the ability to attack silently and 
effectively. The railgun and pair of minnie missiles give it some long 


range capacity. 


Trident Power Armour 
Model Types: PA-16F and PA-16G 
Class: Tactical Armoured Military Assault Suit 
M.D.C. By Location: 
jet Pack. :Arnineiades: 50 


Shoulder Plasma spikes.....Unlimited 


HOO af iiesedeeecsensved 75 

Ammo drum........::eeeeeee 25 

Main body...........::00 250 

Plasma Tridents (2)........ Unlimited 
RallGu Niger cetenvtens 45 

MM vecistetsteveiscstecdeves 50 

ALIS 2) che ciate 45 each 
LégS:(2) iin veiw 70 each 


Destruction of the head will eliminate all forms of optical enhancement 
and sensory systems. No powerarmour bonuses to strike, parry or dodge. 


hitting the head requires a called shot at -3 to strike. 


Depleting the main body MDC will shut down the armour. 


Speed 

Running: 80 kmph maximum. The act of running tires the pilot at 20% of 
the usual fatigue rate. 

Leaping: The Trident can leap 5 meters high or 10 across. This is tripled 
when thruster assisted. 

Flying: The G model of the Trident is fitted with a jet pack style flight 
system, it can hover stationary or fly at up to 400 km/h. Maximum 
altitude is 500 m. 

Range: Nuclear powered with a life of approximately 10 years. Can cruise 
at up to half speed indefinately, or for a maximum of 30 hours at 75% 


speed or less, or 15 hours at over 75% of maximum. 


Statistical Data 

Height: 2.8 m including shoulder spikes (which protrude over the head) 
Width: 1.0 m 

Length: 1.2 m (including jet pack) 

Weight: 600 kg 

Strength: Equal to PS 30 

Cargo: None 

Power System: Fusion, average life 10 years. 

Cost: The F model is always availible at any Australian arms market. It 
sells for about 1 million credits. The G model is occasionally availible 


(40% of the time) and costs from 1.5 to 2 million. 


Weapon Systems 
1. CR-12 
Powerarmour Railgun 
Weight: 35kg 
Damage: 1D4 x 10 MD/30 round burst or 1D4 MD for a single shot 
Range: 2500m 
Rate of fire: Standard 
Payload: 1200 rounds per drum, that is 40 bursts 


Bonuses: none 


2. MML- 2 
2 Shot Mini Missile Launcher 
The Trident's mini missile launcher is located on the left arm. It is 
mainly used as an anti-personnel weapon. 
Damage: Varies with missile type. 
Range: Varies with missile type. 
Rate of Fire: 1 or 2 


Payload: 2 


3. Plasma Tridents 
Mounted on each arm of the Trident is the plasma weapon that gave the 
armour its names. These are its primary hand to hand weapons. 
Damage: 6D6 MD each (2D6 / spike) 
Payload: Unlimited, it draws power from the generator of the armour. 
Special: See weapon 4 description. 


NOTE: All plasma weapons glow red when in use. 


4. Plasma Spikes 
On each shoulder, knee and elbow of the Trident is a set of spikes. On 
the shoulders, these reach a good way above the head, on the knees and 
elbows they are shorter but can still cause a great deal of damage. 
Damage: Knee and elbow spikes add 2D6 MD to hand to hand attacks with 
knee or elbow. Shoulder spikes are used in a body block type of 
attack, see below. 
Payload: Unlimited 
Special: The F model of the Trident can perform a charging attack, 
similar to a body block. This requires two attacks and involves 
running, head down (shoulder spikes bared) at the target, and hitting 
it with shoulder spikes, plasma swords and knee spikes on the 
followthrough. It does 1D6 x 10 MD. The G model can do exactly the 
same thing, but flying at full soeed rather than running. It also 


requires two attacks but does 2D4 x 10 MD. 


"Vigilante" Power Armour 

The Vigilante was designed as a low cost suit of power armour to be used 
by law enforcement officers in an urban environment. Its primary purpose 
is to be cheap, and offer protection against the sort of combat a police 
officer may encounter. Unfortunately criminals seem to have had little 
trouble acquiring this cheap suit. Criminals will occasionally be equipt 
with the A version of this suit, identical but with 50 MDC less on the 


main body, and capable of only 75% of the B's speed. 


Vigilante Power Armour 
Model Types: PA-19B 
Class: Urban Assault Suit 
M.D.C. By Location: 
Thrusters (2)........0205 30 each 


Plasma Sabre (left arm)...Unlimited 


PCAC cicclsstiedunietasecs 65 
AMMO Crum... .ceeeeeeeeee ee 25 
Main body...........::00 200 
Rall Guit cis erieeidvenecact 45 
POMS C2) came cece een 35 each 
LEGS! (2) pecwesuetueren es 40 each 


Destruction of the head will eliminate all forms of optical enhancement 
and sensory systems. No powerarmour bonuses to strike, parry or dodge. 
hitting the head requires a called shot at -3 to strike. 


Depleting the main body MDC will shut down the armour. 


Speed 

Running: 90 kmph maximum. The act of running tires the pilot at 20% of 
the usual fatigue rate. 

Leaping: The Vigilante can leap 10 meters high or 20 across. This is 
tripled when thruster assisted. 

Flying: The Vigilante can not fly but can make thruster assisted leaps. 


Range: Effectively unlimited. 


Statistical Data 


Height: 2.0 m 

Width: 0.9 m 

Length: 0.5 m 

Weight: 300 kg 

Strength: Equal to PS 25 

Cargo: None 

Power System: Fusion, average life 10 years. 


Cost: 250,000 credits for the B model, 200,000 for the A. 


Weapon Systems 
1. Plasma Sabre 
Mounted on the left arm of the vigilante is mounted a retractable 
plasma Sabre. 
Damage: 3D6 MD 
Payload: Unlimited, it draws power from the generator of the armour. 


NOTE: All plasma weapons glow red when in use. 


2. CR-12 
Powerarmour Railgun 
Weight: 35kg 
Damage: 1D4 x 10 MD/30 round burst or 1D4 MD for a single shot 
Range: 2500m 
Rate of fire: Standard 
Payload: 1200 rounds per drum, that is 40 bursts 


Bonuses: none 


IBSID WHEELED ARMOURED VEHICLE 

The IBSID is a four wheeled mini-tank type vehicle, mounted with a pair of 
main guns on a turret. Added to this weapon, on some units, is a pair of 
plasma-spikes as on the Trident power armour. These can extend from the 
front of the vehicle for ramming attacks. This vehicle is used to patrol 

the worst of the areas of the city, it is also used for defence of out- 


stations. 


IBSID Pilotless Robot 
Model Types: PA-16F and PA-16G 
Class: Internal Building Security, Interception and Defence. (Pilotless) 


M.D.C. By Location: 


Main body...........:::00 350 
TUPVOU. toiesccstesncedvenes 200 

Main Guns (2).......cee 50 each 
Wheels (4).....::eceeeeeees 25 each 


*Retractable Spikes (2).....25 each or unlimited when energised 
*Only the 'G' model has the plasma spikes. 
Depleting the MDC of the Main body will destroy the robot. 
Destroying the turret will open up the inside of the vehicle, further 
shots inside will desroy the control systems (internal systems are 
destroyed when 10MDC is done to the inside, or an MDC explosive device ie: 
grenade or fusion block, is thrown inside) When internal systems are 


destroyed the robot is destroyed. 


Speed 


Ground: 150 kmph maximum. 

Leaping: Leaps are impossible. 

Flying: Flying is not possible 

Range: Nuclear powered with a life of approximately 10 years. The IBSID 
can keep going until maintainence is needed. However, they are usually 


programmed not to leave the building they are in. 


Statistical Data 

Height: 1.0 m including turret 

Width: 2.0m 

Length: 4.3 m without spikes, 4.8 m with spikes extended 

Weight: 600 kg 

Strength: Equal to PS 30 

Cargo: None 

Power System: Fusion, average life 10 years. 

Cost: The IBSID is occasionally availible for personal defence on the 
black market, for 2 million credits. However, the Kingdom Of New 
Australia sells the unit to large organisations not opposed to it for 1 - 


1.5 million. 


Weapon Systems 

1. Main Cannons 
2 Heavy Particle beam cannon 
Damage: 1D4 x 10 MD/Single shot, 2D4 x 10 per double. NOTE: Double 
shots are not treated as bursts. 


Range: 500m 


Rate of fire: Single shots only 

Payload: 50 blasts per gun, but if one gun is destroyed its ammo can be 
transferred 

Bonuses: +2 to strike whether using one or two guns. 

Special: Unfortunately the weapon is unreliable. Ona roll of 1 or 2 

it does not fire. If a 1 is rolled, roll the D20 again, if a1 is 


again rolled then the gun explodes, destroying the tank. 


2. Plasma Spikes 
The plasma spikes are mounted on the front of the vehicle, they can 
extend 50cm from their housing to be used in a ramming attack. 
Damage: 1D6 x 10 MDC. 


Payload: Unlimited 


An Average Armoured Car or Police Car. 

These vehicles were made specifically for the rich and law enforcement 
officers, all of whom require them to travel through the lower class areas 
of the city. These vehicles can be of any style, however police cars have 
a streamlined shell and are painted in low visibilty black, with a 


streamlined blue/red light fitting on the roof. 


Maximum Speed: up to 420 kmph, can turn a 90 degree street corner at 120 
kmph if well driven. Police vehicles reach 360 kmph. 

Engine: Internal combustion: nothing else gives the required torque at a 

low price. Nuclear models are availible. 


Maximum range: 200 km 


Length: Varies with model, similar to a late 20th century sports car. 
Weight: Varies with model. Usually around 1 tonne 

MDC by location: 

Main body: 200 

Tyres: 30 each 


Windshield/windows: 55 MDC each. 


Cost: 60,000 to 180,000 depending on accessories. 


An Average Motorcycle. 
Maximum Speed: up to 500kmph 
Engine: Internal combustion 
Max range: 500km 
Length: around 2 metres 
Weight: 150 kg 
MDC by location: 

Tires (2) --5 MDC 


Main Body -- 80 MDC 


Cost: 50,000 credits. These are not mass produced, and are only purchased 


by the rich, and so the price is extortionary. 


THE BRINDABELLAN REPUBLIC OF AUSTRALIA. (aka 'Brindabella’) 


February, 2381 


...My passage through the territory of the Brindabellan Republic was 
made easy due to the nature of my mission. Despite the fact that 
the KONA and Brindabella are at war, | was allowed easy access to 
both the lands and towns of Brindabella, although | was given a 
military escort. This freedom of movement is representative of the 
Brindabellan beliefs in liberty, information and education. | also 
believe that they were attempting to show me how much better their 
way is over that of the KONA (or trying to get a writeup in my notes on 
the continent). But such a conversion is not necessary, as | believe 
that all see the benefits of each nation, and the war is over the fact 
that Brindabella holds lands that rightfully belong to the KONA. The 


war is over land, not ideology. 


Anyway, the Brindabellan capital city, Canberra, is a stark contrast 
to Greenston. It is one of the few, if not the only, city to 

survive the coming of the rifts with little damage. It is 

constantly kept clean by ever vigilant robot cleaners. Crime isa 
problem in some parts, but is not overwhelming, with most criminal 
activity occouring over the computer network that links the 
Brindabellan cities. This crime is not understandable to me, the 
people live well and have few problems, they generally need not 
fight or steal to survive. Because of this, | believe that these 

crimes are have the simple purpose of entertainment, matching wits 


with the authourities... 


-Excerpt from the diary of Major Rebe 


CANBERRA 

POPULATION: 850,000 45% are human or humanoid D-Bee 
35% are Fermian aliens (see description) 
15% are non-humanoid D-Bees (SDC) 


5% are supernatural beings (MDC) 


HISTORY: 

When the city of Canberra was planned, back in the late 20th century, it 
was designed against a mystical pattern, with key buildings placed on 
hills or in positions along imaginary lines forming particular shapes. 

That was done originally for artistic purposes but with the coming of the 
Rifts, it became very practical. It seems that the city's architect was 
somewhat gifted or very lucky in his design, because as the great loss of 
life that the apocalypse caused led to more energy in the destruction, and 
so more destruction, that same energy flowed into ley lines. As the 
strength of the lines over Canberra increased, the shape of the city and 
the placement of buildings harnessed that energy and focussed it on a 
central point, the house of parliament. The Parliament House building 
itself focussed the energy at the centre of its pyramid shaped four legged 
flagpole, and so the leylines were controlled quickly, not to mention 
spectacularly. In a manner similar to the pyramids of Atlantis, or the 
Millenium trees, the city itself controls the leylines so as no line 

storms occour in Canberra. Also similar to the effect of the pyramids, 
random rifts do not often occour at the nexus. But, some random rifts do 


occour, and one of these brought the Fermians, a technically advanced 


race, but few in number. The Fermians who made it through the rift told 

of how they were attempting to escape an evil conquering race called the 
Splogorth (this is the only knowledge of the Splogorth in Australia, by the 
way). The Fermians offered the Canberrans greater technology in trade for 
the relative safety of a new life on Earth. About seven hundred Fermians 
made it through the rift before it was closed against a Splogorth force 


that soon approached in the distance. 


DRAKA RRR ARAB ARK AR 


NOTE: | have not yet designed the Fermians 
but they would be best taken as a race similar 
to the Kittani or more likely the Aglians of 
Rifts Manhunter by Myrmidon Press. Feel free 
to create them as you wish (and if you want 
too, e-mail me your ideas, I'll put the one 

| like the most in the next version posted) 
Something like a high IQ and ME (around 4d6+6) 
and a low PS and PE (possibly PP too). 
Telemechanics may be a good idea also. 
Perhaps they may be the stereotypical aliens 
of the UFO driving kind. Sorry, further detail 


will appear. Eventually. 8%) 
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THE CITY TODAY: 


It later turned out that the Fermians were a race of beings that relied 


heavily on technology. They had mastered gravity manipulation technology 
(a technology which is used in most, if not all, Canberran vehicles), and 
were near breakthrough in inertia manipulation. These aliens brought the 
Canberran level of technology up to that of the Kittani or Triax. The 

city is now known by some as the "Automated City" because of the fact that 
most of the less enjoyable work is done by artificial intelligence (Al), 

or robots. There are very few jobs done by humans, outside those in the 
military (Als have not been developed to the point where they can be 
reliably used in combat except in the case of automated defences and 
missile stations, as far as Canberra is concerned, there is no substitute 


in battle for intelligent beings). 


The city has formed a loose alliance with the surrounding cities, mostly 
coming to nothing more than non aggression pacts. Canberra, although not 
in an all out war with the KONA, often engages in border skirmishes and 
small scale attacks. If KONA was more organised, and more united they 
would have a fair chance of winning a massed attack. The KONA does not 
have the technology to win easily, Brindabella has not the numbers. The 
recent espionage attempts from the KONA, attempts that won plasma 
technology for them, ought to have tipped the scales slightly, however the 
balance remains due to a recent inovation from Brindabellan scientists and 
magic users. Small well stealthed communications and reconnicance 
sattelites have been inserted into orbit, by firing them through a rift, 

the other end of which is in orbit. The orbits must be low, and the views 
to higher orbits are obscured by debris, however they can function for a 


short time before running out of power or being destroyed by unknown 


forces. They are expensive, but such is the price of Brindabellan 


defence. 


CANBERRAN OCC's 


PILOT: HELICOPTOR/JET 

The helicoptor or jet pilot is an elite soldier of the Republic, he or she 

is given the controls of the higest technology fighter jet, or attack 
helicoptor. Helicoptor pilots will often work in conjunction with 

Victorian Gulf shipping, where a Victorian ship will carry a Canberran 
helicoptor and crew for it. These ships then defend the industrial/mining 
islands of the Gulf which provide mass production for the Gulf islands and 
Canberra. Jet pilots will work out of Canberra or allied city, usually 
participating in hit and run attacks against KONA outposts, camps or 


teams. 


Attribute Requirements: IQ: 14 or higher. PP: 12 or higher. 


OCC Skills: 
Maths: Advanced (+20%) 
Radio Basic (+10%) 
Basic electronics 
Intelligence (+10%) 
Wilderness Survival 
Aircraft Mechanics (+5%) 


First Aid 


Boxing 

Swimming 

Pilot: Automobile or Motorcycle (+25%) 

Pilot: Airplane (+20%) 

Pilot: Helicoptor (+20%) 

Pilot: Combat Helicoptor or Jet fighter (+30%) 

Navigation (+25%) 

Read Sensory Equipment (+15%) 

Weapon Systems (+20%) 

Computer Operation 

WP Energy Rifle 

WP Energy Pistol 

Hand to Hand: Basic 
Hand to hand may be upgraded to expert at the cost of 1 
other skill, or Martial Arts/Assassin at the cost of 2 


other skills. 


OCC Related Skills: 
Select four other skills from the following list. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any (+10%) 
Espionage: Escape artist only 
Mechanical: Any (+10%) 
Medical: Any 


Military: None 


Physical: Any (+10% where applicable) 
Pilot: Any (+25%) 

Rogue: None 

Science: Any (+10%) 

Technical: Any (+15%) 

WP: Any. 


Wilderness: None 


Secondary Skills: 
The character may also select 4 secondary skills from the above list 
without the benefit of bonuses. One more may be selected at levels 


3, 6,9, 12 and 15. 


Equipment: A personal suit of body armour from the MEDIUM or LIGHT 
catagories. An energy sidearm, two clips, 2 standard uniforms, one dress 
uniform, four flight suits, a motorcycle or car (a high performance 

vehicle to suit their need for speed), a choice of house or apartment 
(usually a house if living with somone else, apartment if by one's self or 
with one other person), a pair of sunglasses (aviator style usually), a 


large wardrobe of clothes. 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 
Clips, military vehicles, a personally assigned helicoptor or jet, a room 
on base if needed, other equipment based on mission by mission. There is 


a fair chance of there being equipment availible. 


Money and housing: A pilot recieves 3000 Credits per month, plus bonuses 
based on performance and need. To be judged by the GM (Don't be too 
generous!). The character tends to spend his/her money quickly and so has 


only 1D4 x 1000 credits to spend at first. 


PILOT: ROBOT 

This character usually works in the deserts, open plains, or lightly 

wooded land, piloting an EMU robot vehicle. Their main role is as support 
for an attack, and reconnissance. There are not a great number of units 
around, and they are spread throughout the continent, piloted by people of 


Canberra and The Gulf of Victoria. 


Attribute Requirements: IQ: 12 or higher. PP: 10 or higher. 


OCC Skills: 
Maths: Advanced (+10%) 
Radio Basic (+10%) 
Intelligence (+5% 
Wilderness Survival 
First Aid (+5%) 
Boxing 
Pilot: Automobile or Motorcycle (+20%) 
Pilot: Hover vehicle (+10%) 
Pilot: Robots and Power armour (+25%) 
Robot Combat Elite: EMU 


Land Navigation (+20%) 


Read Sensory Equipment (+30%) 

Weapon Systems (+20%) 

Computer Operation (+15%) 

WP Energy Rifle 

WP Energy Pistol 

Hand to Hand: Basic 
Hand to hand may be upgraded to expert at the cost of 1 
other skill, or Martial Arts/Assassin at the cost of 2 


other skills. 


OCC Related Skills: 

Select eight other skills from the following list. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any (+10%) 

Espionage: Escape artist only 
Mechanical: Any (+10%) 

Medical: Any 

Military: None 

Physical: Any (+10% where applicable) 
Pilot: Any (+25%) 

Rogue: None 

Science: Any (+10%) 

Technical: Any (+15%) 

WP: Any. 


Wilderness: None 


Secondary Skills: 
The character may also select 4 secondary skills from the above list 
without the benefit of bonuses. One more may be selected at levels 


3, 6,9, 12 and 15. 


Equipment: A personal suit of body armour. An energy rifle, an energy 
sidearm, two clips for each, 2 standard uniforms, one dress uniform, two 
sets of fatigues, a motorcycle, car or hovervehicle (car or bike), a 

choice of house or apartment (usually a house if living with somone else, 


apartment if by one's self or with one other person). 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 
Clips, military vehicles, explosives, a personally assigned EMU with 
accessories, a room on base if needed, other equipment based on mission by 


mission. There is a fair chance of there being equipment availible. 


Money and housing: An EMU pilot recieves 2200 Credits per month, plus 
bonuses based on performance and need. To be judged by the GM. The 


character has 2D6 x 1000 credits to spend at first. 


PILOT: POWER ARMOUR - Specialist 

The specialist power armour pilot is the character who spends a lot of 

time behind enemy lines guiding defectors to Canberra, kidnapping military 
officials for interrogation, and participating in covert patrols behind 


enemy lines. 


Attribute Requirements: IQ: 13 or higher. PP: 12 or higher. 


OCC Skills: 
Maths: Advanced (+20%) 
Radio Basic (+10%) 
Intelligence (+20%, +30% relating to the KONA) 
Wilderness Survival (+15%) 
First Aid (+15%) 
Boxing 
Running 
Pilot: Hover vehicle (+10%) 
Pilot: Robots and Power armour (+25%) 
Power Armour Combat Elite: ANZAC 
Land Navigation (+20%) 
Read Sensory Equipment (+10%) 
Computer Operation (+15%) 
WP Energy Rifle 
WP Energy Pistol 
WP Heavy 
WP Heavy Energy 
Hand to Hand: Expert 
Hand to hand may be upgraded to Martial Arts at the cost of 


1 other skill. 


OCC Related Skills: 


Select six other skills from the following list. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any (+10%) 

Espionage: Any (+15%) 

Mechanical: Any (+10%) 

Medical: Any 

Military: Any (+15%) 

Physical: Any (+20% where applicable) 
Pilot: Any (+5%) 

Rogue: None 

Science: Any (+5%) 

Technical: Any (+5%) 

WP: Any 


Wilderness: Any (+10%) 


Secondary Skills: 
The character may also select 4 secondary skills from the above list 
without the benefit of bonuses. One more may be selected at levels 


3, 6,9, 12 and 15. 


Equipment: A personal suit of body armour, a suit of ANZAC Power Armour. 
An energy rifle, an energy sidearm, four clips for each, 2 standard 
uniforms, one dress uniform, two sets of fatigues, a motorcycle, car or 
hovercycle, a choice of house or apartment (usually a house if living with 


somone else, apartment if by one's self or with one other person). 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 
Clips, military vehicles, aditional weapons, explosives, a room on base if 
needed, other equipment based on mission by mission. There is a fair 


chance of there being equipment availible. 


Money and housing: An Elite power armour pilot recieves 2000 Credits per 
month, plus bonuses based on performance and need. To be judged by the 
GM. The bonuses are usually fairly large on conpletion of a mission, 

around 1000-4000 credits for the most dangerous missions. The character 


has 3D6 x 1000 credits to spend at first. 


INFANTRY 

An infantry soldier is the character who drives armoured personel carriers 
and tanks, or spends his time storming bases and patroling Canberran 
territories in search of recon patrols of the KONA, and lead strike 
elements. It is a dangerous job, and one spends much time in a six man 
patrol in the middle of nowhere. These people also help in the defence of 
cities. A psionic or magic using character as per psionic/magical OCCs in 
RIFTS can be used, with the gear of an infantry soldier, using magic users 
armour, and the skill lists from RIFTS, with the addition of Maths: Basic, 


Literacy: Australian English, and computer Operation. 


Attribute Requirements: None 


OCC Skills: 


Radio Basic (+10%) 
Intelligence (+10%) 
Wilderness Survival (+20%) 
First Aid (+15%) 
Boxing 
Running 
Land Navigation (+10%) 
Computer Operation (+15%) 
WP Energy Rifle 
WP Energy Pistol 
WP Heavy 
WP Heavy Energy 
Hand to Hand: Basic 

Hand to hand may be upgraded to Expert at the cost of 1 


other skill, or Martial Arts at the cost of 2 other skills 


OCC Related Skills: 
Select ten other skills from the following list. 

Communications: Any (+10%) 
Domestic: Any 
Electrical: Basic only 
Espionage: Any 
Mechanical: Automotive only. 
Medical: first aid and Paramedic only 
Military: Any (+15%) 


Physical: Any (+20% where applicable) 


Pilot: Any (+5%) 
Pilot Related: any. 
Rogue: any 
Science: Any 
Technical: Any 
WP: Any 


Wilderness: Any (+10%) 


Secondary Skills: 
The character may also select 6 secondary skills from the above list 
without the benefit of bonuses. One more may be selected at levels 


3, 6,9, 12 and 15. 


Equipment: A personal suit of body armour, An energy rifle, an energy 
sidearm, four clips for each, 2 standard uniforms, one dress uniform, two 


sets of fatigues, a motorcycle or car, an apartment. 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 
Clips, military vehicles, aditional weapons, explosives, a room on base if 
needed, other equipment based on mission by mission. There is a fair 


chance of there being equipment availible. 


Money: Recieves 2000 Credits per month, starts off with 3D6 x 1000 


credits. 


MEDIC 


The medic is really an infantry soldier with a first aid kit. Rather than 
specialising in combat, he or she is a trained paramedic. There is a 


medic in each team. 


Attribute Requirements: None 


OCC Skills: 
Radio Basic (+5%) 
Intelligence (+5%) 
Wilderness Survival (+10%) 
First Aid (+15%) 
Paramedic (+20%) 
Boxing 
Running 
Land Navigation (+10%) 
Computer Operation (+15%) 
WP Energy Rifle 
WP Energy Pistol 
WP Heavy Energy 
Hand to Hand: Basic 

Hand to hand may be upgraded to Expert at the cost of 1 


other skill, or Martial Arts at the cost of 2 other skills 


OCC Related Skills: 
Select eight other skills from the following list. 


Communications: Any (+5%) 


Domestic: Any 

Electrical: Basic only 
Espionage: Any 

Mechanical: Automotive only. 
Medical: Any. 

Military: Any (+15%) 
Physical: Any (+20% where applicable) 
Pilot: Any (+5%) 

Pilot Related: any. 

Rogue: any 

Science: Any 

Technical: Any 

WP: Any 


Wilderness: Any (+10%) 


Secondary Skills: 
The character may also select 6 secondary skills from the above list 
without the benefit of bonuses. One more may be selected at levels 


3, 6,9, 12 and 15. 


Equipment: A personal suit of body armour (painted in medic's colours if 
necessary, An energy rifle, an energy sidearm, four clips for each, 2 
standard uniforms, one dress uniform, two sets of fatigues, a motorcycle 


or car, an apartment, medical kit. 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 


Clips, military vehicles, aditional weapons, explosives, a room on base if 
needed, other equipment based on mission by mission. There is a fair 


chance of there being equipment availible. 


Money: Recieves 2200 Credits per month, starts off with 3D4 x 1000 


credits. 


COMMUNICATIONS 
A communications officer carries a satelite radio transmitter/reciever. 


Other than this, he is little different from an infantry soldier. 


Attribute Requirements: None 


OCC Skills: 
Radio Basic (+10%) 
Radio Scrambler (+10%) 
Cryptography (+10%) 
Radio Satelite (as per scrambler) 
Intelligence (+5%) 
Wilderness Survival (+10%) 
First Aid (+15%) 
Boxing 
Running 
Land Navigation (+10%) 
Computer Operation (+15%) 


WP Energy Rifle 


WP Energy Pistol 
Hand to Hand: Basic 
Hand to hand may be upgraded to Expert at the cost of 1 


other skill, or Martial Arts at the cost of 2 other skills 


OCC Related Skills: 

Select eight other skills from the following list. 
Communications: Any (+10%) 
Domestic: Any 
Electrical: Any 
Espionage: Any 
Mechanical: Automotive only. 

Medical: first aid only 

Military: Any (+15%) 

Physical: Any (+20% where applicable) 
Pilot: Any (+5%) 

Pilot Related: any. 

Rogue: any 

Science: Any 

Technical: Any 

WP: Any 


Wilderness: Any (+10%) 


Secondary Skills: 
The character may also select 6 secondary skills from the above list 


without the benefit of bonuses. One more may be selected at levels 


3, 6,9, 12 and 15. 


Equipment: A personal suit of body armour, An energy rifle, an energy 
sidearm, four clips for each, 2 standard uniforms, one dress uniform, two 
sets of fatigues, a motorcycle or car, an apartment, a satelite radio, a 


long range radio. 


Equipment availible while on duty: Recharges for E-Clips, Replacement E- 
Clips, military vehicles, aditional weapons, explosives, a room on base if 
needed, other equipment based on mission by mission. There is a fair 


chance of there being equipment availible. 


Money: Recieves 2400 Credits per month, starts off with 3D4 x 1000 


credits. 


Body Armour 


All Canberran environmental armour has the following properties: 
1. Optics -Image intensification (Passive nightsite) 800m 
-Infra Red optics (Active nightsite) 700m 
2. Computerised damage gauge and systems errors report projected on visor 
HUD or wrist-pad 
3. Laser distance finder 


4. Minimum of 5}0MDC 


5. Complete environmental armour 

6. Radiation shielded 

7. Resistant to heat (normal fire etc. no damage. Magic, nuclear, plasma, 
etc do FULL damage). 

8. Directional scrambled radio (10km) NOTE: Must know authentification 
codes to use. 

9. Attachment points for jetpack 

10. Attachment points for pouches, ammo belts, etc. 

11. Coloured in Grey, camouflage, or, for medical personnel, white with 
Red Crosses on the chest, back and top of the helmet. 

12. Some units are laser resistant, these block psionic and magic powers 


also (works both ways) 


Light: 

Magic Users Armour 

MDC: 50 Excellent mobility, no prowl penalty 

Weight: 6 kg 

This armour is specially designed for use by spell casters and Psionic 
characters. It is made to allow full use of their natural abilities as 

well as high mobility; to allow them to be rapidly deployed to a battle, 
then moved as needed. No laser resistance is availible for this armour, 


as it impairs psionic and magic abilities. 


Espionage Armour 
MDC: 50 Excellent mobility, no prowl penalty. 


Weight 7kg 


Officers of the rank Captain or higher can have laser resistant armour, 
same stats but lasers do half damage. Particle beams, plasma, nuclear, 


electrical, etc attacks do full damage. 


Medium: 

Medium Infantry Armour 

MDC: 70 Fair mobility, -10% to prowl 

Weight 8.5kg 

Officers of the rank Captain or higher can have laser resistant armour, 
same stats but lasers do half damage, Particle beams, plasma, nuclear, 
electrical, etc attacks do full damage. 

This armour is used mainly by light infantry, fast response teams, medical 
personnel, urban defence, and others needing the ability to move quickly 


to and from the battlefield. 


Heavy: 

Heavy Infantry Armour 

MDC: 100; good mobility; -15% prowl 

Weight: 12kg 

Officers of the rank Captain or higher can have laser resistant armour, 
same stats but lasers do half damage, Particle beams, plasma, nuclear, 
electrical, etc attacks do full damage. 

This armour is used in defence, prolonged battle in a single area, heavy 
infantry forces, and other areas where mobility is less important than 


firepower and brute strength. 


Weapons 


Infantry and Infantry Support Weapons: 


S-2 and S-2A 

Plasma Knife and Bayonet 

Weight: 100g 

Damage: 1D6 MD 

Payload: 4 hours use per day 

The Plasma weapons are similar to vibro-knives in many ways, being hand 
held weapons that do megadamage. When the blade is energised it glows a 
soft red, and can be used to parry energy blasts without damage (the 
damage is absorbed by the energy field). A sword version of this weapon 

is being field tested now, doing 3D6 MD. The plasma weapons used by the 


KONA are the result of an exceptional peice of espionage. 


EL-31 

Laser rifle 

Weight: 2.25kg 

Damage: 4D6 MD 

Range: 800m 

Rate of fire: Standard 

Payload: 30 blasts / long E-Clip. NOTE: KONA clips will fit these weapons 
and give 20 blasts. Canberra clips are designed not to fit KONA rifles 


(without modification taking 4D4 minutes) 


Bonuses: Laser sight gives +1 to strike. Telescopic site may be 
substituted 


Black Market Cost: 20,000 


EB-15 

Particle beam cannon 

Weight: 5kg 

Damage: 1D4 x 10 MD 

Range: 600m 

Rate of fire: Aimed shots only 

Payload: 15 blasts / long E-Clip. NOTE: See EL-31 for clip details 
Bonuses: Fitted with Thermal or Passive nightsight telescopic sight +1 
strike 


Black Market Cost: 50,000 CR 


EP-19 

Plasma rifle 

Weight: 3kg 

Damage: 6D6 

Range: 400m 

Rate of Fire: Standard 

Payload: 20 blasts / long clip NOTE: See EL-31 
Bonuses: Laser targeting gives +1 strike 


Black Market cost: 35,000 


Cl-1 


Borg/Powerarmour I-Gun 

This weapon is the result of Fermian sucess in the manipulation of 
inertia. It instantly instills the projectile with inertia, thus 

propelling it. Unfortunately it has so far proved impossible to make a 


larger inertia system such as one for propultion. 


DRAKA RARE ARR AR RK RRA RA AAR RR AR RA RAB AR AR A AA RAR ARR AR A RAR A AR A RA ARB AREA ARAB ARR ARK AAA AR ARK 


| started off with a rail gun, then | thought that that was 

too normal, so | invented the Grav Gun. Then | bought Rifts 

Phase World. I've heard that another of the sourcebooks now 

has Inertia guns, South America 2 or somesuch. Well it's different! 
Feel free to rename this gun (and others of the same type) to grav 
guns in your games, | do. It's only called an I-Gun for originality 
purposes, and that seems to have failed, so choose for yourself what 
you want to call it. This, by the way, is also the reason for any 


mistakes elsewhere where | call refer to Grav Guns, meaning I-Guns. 


DRAKA RAR RR AAR RK RRA RA ARR RR AR RA RAR AR AR A AR AR AR A A RAR AR AR A AR ARK ARR AR AAR ARR ARK ARR ARR ARK 


Weight: 35kg gun, 15kg powerpack (not needed on borgs/powerarmour), 
20kg/1000rnds ammo 

Damage: 1D6 x 10 MD/30 round burst 

Range: 2000m 

Rate of fire: Standard 

Payload: 1000 rounds/ammo drum 

Bonuses: none 


Cost: 500,000 credits 


CX-9 

Anti-Armour recoilless rifle 

Weight: 10kg gun, 1kg/round ammo 

Damage: 2 rounds: HE: 1D6 x 10 and AP: 4D4 x 10 

Range: HE: 900m AP: Fifty (50)m only. 

Rate of fire: A crew of 2 can sustain 3 rounds/melee. 1 man can fire 
1/melee 

Payload: One (1) 

Bonuses: +2 strike from night scope and laser targeting 

Cost: 100,000 cr for the gun, 10,000 CR/ HE round, 50,000 CR // AP round 

This weapon is a heavy anti armour weapon similar to a bazooka. it is 

loaded from the rear by the loader, and fired by the gunner. It is man 

portable and highly effective against heavy robots when fired from a 

concealed position. The AP round has such a short range because almost 


the entire projectile is filled with a fusion explosive. 


EL-35 

Laser Pistol 

Weight: 500g 

Damage: 2D6 MD 

Range: 200m 

Rate of fire: Standard 

Payload: 20 shots 

Bonuses: +1 strike from laser targeting 


Cost: 15,000 CR 


S-3 

Plasma-boomerang 

Weight: 500g 

Damage: 3D6 MD 

Rate of Fire: See WP Targeting 

Range: See WP Targeting 

Payload: Effectively Unlimited 

Cost: 11,000 CR 

This weapon was developed from the plasma knife, it will return to the 
thrower if thrown properly. The P-Boomerang can also be used as a plasma 


knife in close combat. 


MILITARY VEHICLES OF CANBERRA: 

All Canberra Vehicles can be linked by radio data-links. These allow a 
unit to receive an overall radar display, from a number of separate 
radars, or from a main radar system. This also allows one or more units 


to act together during combat. 


Power Armour: 

ANZAC Power Armour 

This power armour is just over human size (2.5m high) and is humanoid in 
shape. It gains both lift and propultion from an anti-gravity device 
mounted on the lower back. A pair of jet thrusters are mounted on the 
back to give additional speed, however these are only engaged at high 


velocity. The Anzac armour has a pair of short, folding wings mounted on 


the shoulders. It also has a number of fins for control at speed. 

Located on each leg is a quadruple mini missile launcher, making a total 
of eight missiles, a retractable plasma-sabre is concealed on each 
forearm, and the I-Gun, a powerful inertia based railgun style weapon, is 
carried in the right hand. This makes for a powerful unit, and a 


dangerous enemy. 


ANZAC Power Armour 
Model Types: APA-27D or CPA-27N 
Class: Cavalry or Assault Power Armour 
M.D.C. By Location: 

Anti-Grav. Device.......... 100 

Thrust Jets (2)........00 40 each 


Leg Mounted Launchers (2)...70 each 


Ammo drum(s) (1 or 2)....... 30 
Main body...........:.00 350 or 300 


Retract. plasma swords (2)..Unlimited 


LOGS 2) xiensdiveesegatiees 150 each 
The Assault version of this power armour is often made with laser 
resistant composites similar to those used on the Glitter boy. This laser 
resistant version is issued only to officers ranked Captain or higher, or 
for special operations. The standard Assault version has laser reflective 


armour only on the forearm shields. 


The Cavalry version can only use the heavier laser resistant armour on the 
forearm shields. 

Destruction of the head will eliminate all forms of optical enhancement 
and sensory systems. No powerarmour bonuses to strike, parry or dodge. 
hitting the head requires a called shot at -4 to strike. 


Depleting the main body MDC will shut down the armour. 


Speed 

Running: 130 kmph maximum. The act of running tires the pilot at 10% of 
the usual fatigue rate. 

Leaping: The ANZAC can leap 10 meters high or 15 across. This is tripled 
when thruster assisted. 

Flying: The ANZAC can hover stationary or fly at up to 900kmph(cav) / 
750kmph(assault). Maximum altitude is unlimited due to the nature of 


propultion, however, it is seldom used at over 300 m. 
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Some have commented on the unrealism of the speed in the above 
versions of the ANZAC power armour. That's fair enough, but 
remember, this is alien technology. If it will unbalance your 

game, reduce the max speed (I would suggest a minimum of double 


that of the SAMAS) 


DRAKA RR ARR AAR RK RRA RA AR AR AR AR AR RR ARR AAA ARK RBA RAR AR AR ARR A A RA RR AREA AAR ARR ARK ARK AK ARK 


Range: Nuclear powered with a life of approximately 15 years. Can cruise 


at up to half 75% speed for a maximum of 30 hours, or 15 hours at over 75% 


of maximum. 


Statistical Data 

Height: 2.5 m 

Width: 1.0 m, or 1.75 including missile launchers 

Length: 1.2 m (including engines) 

Weight: 1 tonne 

Strength: Equal to PS 40 

Cargo: None 

Power System: Fusion, average life 15 years. 

Cost: Only a 5% chance of being available on the black market, where it 


would cost 3 million credits. Laser resistant models are never available. 


Weapon Systems 

1. Cl-1 
Powerarmour Inertia Gun 
Damage: 1D6 x 10 MD/30 round burst 
Range: 2000m 
Rate of fire: Standard 
Payload: 1000 rounds/ammo drum 
Bonuses: none 


Cost: 200,000 credits 


2. MML-4 
2 Four Shot Mini Missile Launchers 


The MML - 4s used on the ANZAC are mounted one on each shoulder, with 


two missiles each over the body, and the other four (two each side) 
angled down like wings. Despite the winglike housing, these give no 
lift. The MML-4s can be removed to allow the pilot to enter tighter 
spaces, or to allow a faster getaway, as the ANZAC can travel 100kmph 
faster without the MMLs weight and drag. They can be jettisoned in 
flight if necessary. 

Damage: Varies with missile type (usually plasma: 1D6 x 10) 

Range: 1.5 km 

Rate of Fire: 1 or volleys of 2, 4 or 8 

Payload: 8 

NOTE: If the launchers are destroyed, the missiles inside may or may 
not detonate doing full damage to the main body of the armour. 15% 


chance of detonation. 


3. Plasma Sabre 
Mounted in the left arm of the ANZAC is a retractable plasma sabre. 
Damage: 4D6 MD 


Payload: Unlimited, it draws power from the generator of the armour. 


ROBOTS: 

The Emu series of robots all share common bodies, with modular systems for 
versatility. Due to the number of changes to the units such as legs, 

weapons, arms, with only the main body remaining the same, they have been 
listed separately. Modules can be changed at a base in 1 minute each 
(installed to an empty body in 30 seconds). In the field, it takes a 


lifting device of some sort, and 15 minutes to change pods. 


EMU mk III - Assault 
Model Type: AR-25C 
Class: Assault Robot 


M.D.C. By Location: 


Main body..........:::ceeeee 550 

LOGS (2) cs eta eervees ook 100 each 
ION CANNONS (2).......e eee 75 each 
SML - 20 (Optional)............ 150 
MedML - 10 (Optional).......... 150 
LML - 3 (Optional)............. 200 


Plasma Cannons (Optional)....... 75 

Heavy Railguns (Optional)....... 80 

Pilots compartment............. 150 

RailQuins: (2) vescsesodesesitesdi: 80 
Destruction of the main body of the robot shuts it down, however salvage 
of the modules is easy. Experiments with laser resistant armour have been 
conducted, but it was too expensive for common use. in 103 PA there were 
25 units so armoured, and these have gone to officers of Colonel's rank 


and higher. 


Speed 

Running: An exceptional 350 kmph can be reached by the Emu Ill. This is 
reduced by 15 kmph for each weapon system carried (maximum of two). 
Leaping: The Emu Ill can leap 20 meters across or 10 high. This is 
doubled with a run up (200m). 


Flying: The Emu can not fly. 


Range: Nuclear powered with a life of approximately 30 years. Can 


continue moving indefinitely. 


Statistical Data 

Crew: 1, with room for a second crewmember as a radar/sensor/weapons 
operator. 

Height: 15m. Legs can be folded up into body, so the robot is siting on 
the ground, in which case, the body rises 3m high. 

Width: From 4 meters with no optional weapons, to 6m with 2 MML-20s 
Length: From 6 meters with no optional weapons, to 8m with Heavy RG's 
Weight: 6 tonne + weapons in reality, but an antigravity unit reduces this 
to 4 tonne + optional weapon systems. 

Cargo: Enough for a rifle, survival kit, suit of body armour and 1 months 
condensed rations, plus a 1m square storage compartment. 

Power System: Fusion, average life 30 years, and an antigravity device. 
Cost: None have yet become available, but one would sell for around 65 


million with any two weapons systems. 


Bonuses from Anti-gravity device: 


+1 attack, +2 dodge 


Weapon Systems 


1. lon Cannons 


A pair of lon cannons are mounted on arm like rotating mounts under the 


front of the main body. These are flexible at the "elbow" and 


"shoulder" and can rotate 160 degrees to their side or about 20 degrees 
to the centre. They can rotate 200 degrees up and down (able to face 
up 20 degrees or backwards, or anywhere in between 

Damage: 1D6 x 10 MD independently, or 2D6 x 10 at the same target 
Range: 1500m 

Rate of fire: aimed shots only 

Payload: Each can fire 4 times per melee for 2 melees before needing 
recharging. 


Bonuses: Radar guided, +2 strike 


. SML - 20 (Optional) 

Short range missile launcher 

The optional weapons systems are mounted one on each side of the EMU 
Ill, with a maximum of two. The SML - 20 is a launcher for 20 short 
range missiles. 

Damage: Varies with missile type (usually 1D6 x 10) 

Range: Varies 

Rate of Fire: 1 or volleys of 2, 5, 10, or 20 

Payload: 20 

NOTE: If the launcher is destroyed, the missiles inside may or may not 
detonate doing full damage to the main body of the robot. 15% chance 


of detonation. 


. MedML - 10 (Optional) 
Medium range missile launcher 


The MedML - 10 is a launcher for 10 medium range missiles. 


Damage: Varies with missile type, usually 2D6 x 10 

Range: Varies with missile type 

Payload: 10 

NOTE: If the launcher is destroyed, the missiles inside may or may not 
detonate doing full damage to the main body of the robot. 15% chance 


of detonation. 


. LML - 3 (Optional) 

Long range missile launcher 

The LML - 2 is a missile launcher for 2 long range missiles 

Damage: Varies with missile type, usually 3 or 4D6 

Range: Varies with missile type 

Payload: 3 

NOTE: If the launcher is destroyed, the missiles inside may or may not 
detonate doing full damage to the main body of the robot. 10% chance 


per missile of detonation. 


. Plasma Cannon (Optional) 

The plasma cannon has its own power supply. It can fire up to 8 times 
every melee, for 10 melees in a row before needing a 10 minute 
recharging break. 

Damage: 2D6 x 10 for one, or 4D6 x 10 if two are mounted and targeted 
on the same target. 

Range: 3000m 

Payload: See notes above 


Bonuses: Radar directed, +1 strike 


6. Heavy Railgun (Optional) 
This weapon is similar to the Glitter Boy rail gun, in fact it was 
designed from a GB rail gun of the Pine Gap defence force (See Pine Gap 
city). Unfortunately it proved too difficult to duplicate accurately 
and so the damage turned out less. 
Damage: 3D4 x 10 / Flechette round (burst) 
Range: 3000m 
Payload: 500 flechette rounds 
Bonuses: +1 strike 


NOTE: Sonic boom effects as per GB 


7. Railguns 
A pair of railguns are mounted in the nose, fixed forward. 
Damage: 1D6 x 10 for a single burst, or 2D6 x 10 for a double. Must be 
aimed at the same target. A burst is 30 rounds. 
Range: 1000m 
Payload: 6000 rounds (100 bursts per gun) 


Bonuses: none 


EMU mk IV - Reconnaissance 

Model Type: RR-25C 

Class: Reconnaissance and command Robot 

This robot is used mainly in conjunction with the Emu Mk III. The Mk IV 


has three main purposes, firstly, to gather information on enemy troop 


movements, secondly as a command unit, to direct a battle using its 
powerful radar, and thirdly, to guide long range missiles launched by a Mk 
Ill, which can launch missiles with ranges further than its own radar 
range. The primary difference between the Mk III and the Mk IV is the 
internal layout, the Mk IIl is designed for weapons use and combat, 
whereas the Mk IV is desinged for electronic warfare. 


M.D.C. By Location: 


Main body..........:::0:eeeee 550 
LOGS (2) si ctetacedeyeoceta ts 75 each 
ION CANNONS (2).........cces ees 75 each 


Long range radar (Optional).....35 
Elint sensor system (Optional)..55 
Optical sensor system (Optional) 70 
Stealthing pod (Optional)....... 15 
Pilots compartment............. 150 


Ra@NQUM 2iisiieds Aiiecee tease 80 


Destruction of the main body of the robot shuts it down, however salvage 

of the modules is easy. Experiments with laser resistant armour have been 
conducted, however it has turned out to be too expensive for common use. 
in 103 PA there were 25 units so armoured, and these have gone to officers 


of colonel's rank or higher. 


Speed 
Running: An exceptional 350 kmph can be reached by the Emu IV. This is 


reduced by 10 kmph for every sensor system carried (maximum of two), or by 


50 kmph by the long range radar. 

Leaping: The Emu IV can leap 20 meters across or 10 high. This is doubled 
with a run up (200m at 100kmph). 

Flying: The Emu can not fly. 

Range: Nuclear powered with a life of approximately 30 years. Can 
continue moving indefinitely (but crew will quickly run out of food and 


water) 


Statistical Data 

Crew: 2, pilot and sensor operator. The pilot by himself can operate all 
weapons, but a helping hand is often needed with sensors. 

Height: 15m (+3 with optional long range radar unfolded). Legs can fold 
up into body so the vehicle sits on the ground. With legs folded it rises 
3m high. 

Width: 4m 

Length: 6m 

Weight: 4 tonne + sensors in reality, but an antigravity unit reduces this 
to 2 tonne + optional sensor systems. 

Cargo: Enough for a rifle, survival kit, suit of body armour and 1 months 
condensed rations, plus a 1m square storage compartment. 

Power System: Fusion, average life 30 years, and an antigravity device. 
Cost: None have yet become available, but one would sell for around 75 


million with any two sensor systems) 


Bonuses from Anti-gravity device: 


+1 attack, +3 dodge 


Weapon and Sensor Systems 


l. 


lon Cannons 

A pair of lon cannons are mounted on arm-like rotating mounts under the 
front of the main body. These are flexible at the "elbow" and 

"shoulder" and can rotate 160 degrees to their side or about 20 degrees 
to the centre. They can rotate 200 degrees up and down (able to face 
up 20 degrees or backwards, or anywhere in between 

Damage: 1D6 x 10 MD independently, or 2D6 x 10 at the same target 
Range: 1500m 

Rate of fire: aimed shots only 

Payload: Each can fire 4 times per melee for 2 melees before needing 
recharging. 


Bonuses: Radar guided, +2 strike 


. Long Range Radar (Optional) 


The long range radar is capable of detecting and identifying targets 

out to a range of 250km. It can guide 100 missiles and track 350 
targets. The radar looks like a large billboard on its side, it is 5m 

high, by 3 wide, and can fold down while the vehicle is moving. It 

will be ripped off by speeds over 40kmph if not folded. Folding takes 
15 seconds. This radar even has a 10% chance of detecting a stealthed 
vehicle within 2 km, or +10% against a stealth vehicle already with a 


possibility of being detected. 


3. Elint sensor system (Optional) 
The Elint (Electronic Intelligence) sensor system has a few purposes: 
Against Radar: It can detect, identify and locate a radar to within 
10m, from 5 km outside the radar range (unless the radar is well 
shielded by mountains etc). It can also jam powerful radars for 1D4 
melees, medium strength radars (as on most 'bots) for 2D4 melees, and 
power armour sized radars for 3D6 melees. This includes the guidance 
for most missiles. 
Against Communications: It can listen into radio communications (if it 
is encrypted, then it must be decoded before it can be understood). 
And it can jam communications for 1D4 melees. 
NOTE: Jamming of radars and communications can be set to jam either a 
particular radar or radio, or all radars/radios, or all except friendly 
ones. The use of an Elint system can not be detected by any means 
except when it is jamming. Radar jamming also negates any bonuses from 


radar weapon aiming. 


4. Optical Sensor system (Optional) 
The optic system includes the following: 
-A large spotlight 
-An infra red system 
-A thermal imaging system 
-A telescopic lens 
-A laser targeting system (+2 to strike, can guide other weapons such 


as missiles and is impossible to jam) Range 5000m,, line of sight. 


5. Stealthing pod (Optional) 
The stealthing pod is a system that can create a field around the Emu 
IV, making it invisible to radars and other such sensors. NOTE: It is 
still visible through normal vision, telescopic vision, infra red, 


ultra violet, thermal imaging and all other systems. 


6. Railguns 
A pair of railguns are mounted in the nose, fixed forward. 
Damage: 1D6 x 10 for a single burst, or 2D6 x 10 for a double. Must be 
aimed at the same target. A burst is 30 rounds. 
Range: 1000m 
Payload: 6000 rounds (100 bursts per gun) 


Bonuses: none 


Vehicles: 


TANKS 


Mk. XVI Main Battle Tank 


Model Type: MBT-16 
Class: Main Battle Tank (Hover) 
Crew: Driver, 2 Gunners, Commander 
M.D.C. by Location 

Main Body.............5. 500 

Mate GUM scerectseesetiees 100 


Main Turret............. 350 


Secondary Turret......... 175 


Ammunition box for RG....100 


Speed: Over land or water, 150 kmph. 

Max range: Indefinite, fusion powered 

Statistical Data: 

Height: 6m 

Width: 4m 

Length: 10m 

Weight: 20 tonnes in reality, Antigravity devices (4) allow it to hover 
Cargo: Minimal, 1.5m x .5m x .5m 


Power system: Fusion, 10 years of life. 


Weapon Systems 

1. 150mm Main Cannon 

Fires ammunition similar to that of a 20th Century tank, except that the 
rounds are either Armour piercing (3D4 x 10) or plasma (3D6 x 10) 
Primary purpose: Assault 

Secondary Purpose: Anti aircraft 

Mega Damage: 3D4 x 10 or 3D6 x 10 

Rate of Fire: 4 times per melee 

Effective Range: 16km (Must be guided optically or by an external radar, 
such as the Emu IV, after 5km) 


Payload: 100 rounds 


2. Rail Gun cluster (Secondary Turret) 

This is a cluster of 3 railguns, mounted on a secondary bow turret. The 
ammunition box sits outside the tank. 

Primary purpose: Defence and close range attack 

Secondary Purpose: Anti aircraft 

Mega Damage: 3D6 x 10 per triple burst (approx. 100 rounds) 

Rate of Fire: Standard 

Effective Range: 1000m 


Payload: 10,000 rounds (that's 100 triple bursts) 


3. Short Range Missile Launcher 

Primary purpose: Anti Aircraft 

Secondary purpose: Medium range defence 

Mega Damage: Varies with missile type 

Rate of fire: one missile at a time or in volleys of 2, 4 or 8 
Range: Varies with missile type 

Payload: 8 (Four in each launcher) 


The Mk. XVI has a radar of 5km range. 


Mk. IX Medium Tank 


Model Type: MAT-16 
Class: Medium Assault Tank (Tracked) 
Crew: Driver, 2 Gunners, Commander 


M.D.C. by Location 


Main Body............... 350 


Main GUN escieteedet 50 

Main Turret.............. 150 
Secondary Turret......... 100 
Crew Compartment......... 100 
MML-8 (2)......:ccceeeeees 50 


Speed: Over land or water, 150 kmph. 
Max range: Indefinite, fusion powered 
Statistical Data: 

Height: 6m 

Width: 4m 

Length: 10m 

Weight: 10 

Cargo: Minimal, 1.5m x .5m x .5m 


Power system: Fusion, 10 years of life. 


Weapon Systems 

1. 110mm Main Cannon 

Fires ammunition similar to that of a 20th Century tank, except that the 
rounds are either Armour piercing (2D4 x 10) or plasma (2D6 x 10) 
Primary purpose: Assault 

Secondary Purpose: Anti armour 

Mega Damage: 2D4 x 10 or 2D6 x 10 

Rate of Fire: 6 times per melee auto-loading 


Effective Range: 10km (Must be guided by an external radar, such as the 


Emu IV, after 5km) 


Payload: 75 rounds 


2. Rail Gun (Secondary Turret) 

Primary purpose: Defence and anti-aircraft 

Secondary Purpose: Anti-personnel 

Mega Damage: 1D6 x 10 per burst (approx. 30 rounds) 
Rate of Fire: Standard 

Effective Range: 1000m 


Payload: 3000 rounds (thats 100 bursts) 


3. Mini Missile Launcher 

Primary purpose: Defence 

Secondary purpose: Anti-armour 

Mega Damage: Varies with missile type 

Rate of fire: one missile at a time or in volleys of 2, 4, 8 or 16 (all) 
Range: Varies with missile type 

Payload: 16 (Four in each launcher) 


The Mk. IX has a radar of 5km range. 


APCs 


Mk. VI Armoured Personnel Carrier 


Model Type: APC-6 


Class: Armoured Personnel Carrier (Hover) 
Crew: Two: Driver and gunner/commander 
Can carry 16 full armed foot-soldiers or 8 power armour units 


M.D.C. by Location 


Main Body............... 500 
GUM eeiwaccieieieder ten’ 100 
TUIT@L.... cc cceeeeee anes 150 


Crew & Troop compartment.150 


Speed: Over land or water, 200 kmph. 

Max range: Unlimited, fusion powered 

Statistical Data: 

Height: 6m 

Width: 7m 

Length: 12m 

Weight: 50 tonnes in reality, however anti-gravity devices allow it to 
hover. 

Cargo: Enough room for 16 combat armed soldiers 


Power system: Fusion, 10 years of life. 


Weapon Systems 

1. 70mm Main Cannon 

Fires ammunition similar to that of a 20th Century tank, except that the 
rounds are either Armour piercing (1D4 x 10) or plasma (1D6 x 10) 


Primary purpose: Defence 


Mega Damage: 1D4 x 10 or 1D6 x 10 
Rate of Fire: 6 times per melee auto-loading 
Effective Range: 2km 


Payload: 35 rounds 


2. Mini Missile Launcher 

Primary purpose: Defence 

Mega Damage: Varies with missile type 

Rate of fire: one missile at a time or in volleys of 4, 8, 16 or 32(all) 
Range: Varies with missile type 

Payload: 32 (eight in each launcher) 


The Mk. VI has a radar of 10km range. 


AIRCRAFT 

All Canberra aircraft have the following features: 

1. Radar: 800 km range 

2. Nuclear power - 20 years life 

3. Ejection seat(s). Note: In helicopters the ejection system fires 


downwards and is only safe to use if at an altitude of 100m (300') 


F/A-544 "Magpie" fighter 

Named after a bird renowned for fast, vicious and unrelenting attack, the 
F/A-544 fits its namesake's behaviour. Its capable of visiting fiery 

death on its target at speeds of up to Mach 3.5, and is gone before the 


victim knows what hit. 


Model Type: F/A-544G 
Class: Fighter/Attack aircraft 
Crew: 2 


MDC by Location: 


*Nose Laser Cannon.........ccceeeeeeees 50 
PMNS. 2) xk decent decane a aaa 100 

ort Main, DOO feisctieieyetettexnoade 200 

Pilots compartment...........:.008 150 
PTXFEAGINGS (2) rev ccaies sada keadecnscg 50 

TE Tall SCHON gcse a evades beter adeue. 75 

Mini missile launcher...............4. 50 

Missile Pylons (6).........::::::0e 50 

*Optional Med. range missiles.......... 10 each 
*Optional Lng. range missiles.......... 20 each 


*The nose laser cannon and optional missiles are difficult targets, they 
require a called shot to be hit and the attacker is at -4 to strike. 
**Destroying one or more wings, or the tail section will cause the plane 
to crash. 

***Destroying the main body will destroy the aircraft. 

****Destroying the engines will cause the aircraft to crash in 1D4 melees 


for every 300' of altitude. 


Speed: 
A VTOL (Vertical Take Off and Landing) aircraft, the Magpie can fly 
anywhere from 0 to Mach 3.5. 


Range: Being Nuclear powered the Magpie can travel indefinitely. The only 


thing forcing a landing being the pilot's need for food, water, and 


relief. 


Statistical Data: 

Height: 4m with landing gear down 
Wingspan: 14m 

Length: 25m 

Weight: 15 tonne fully loaded 


Power system: Fusion 


Weapon Systems 


1. Mini missile launcher 
This multiple missile pod is mounted under the centre-line of the main 
body. 
Primary Purpose: Anti aircraft 
Secondary Purpose: Anti armour 
Mega Damage: Varies usually 1D6 x 10 
Rate of Fire: 1 at a time or in volleys of 2, 4, 8 or 16 
Range: Varies 


Payload: 16 


2. Nose Laser cannon 
A rotary laser cannon is mounted on the side of the nose of the 


aircraft. 


Primary Purpose: Anti-aircraft 

Secondary purpose: Close defence 

Mega Damage: 2D6 x 10 per burst, fires only bursts 
Rate of Fire: Bursts 

Range: 2000m 


Payload: Unlimited 


3. Optional Missiles (Long and Medium range) 
These weapons can be fitted slung under the wings in style of 1990's 
fighter aircraft. The Magpie has 6 pylons, three on each wing. Each 


pylon can carry two long range missiles or 3 medium range missiles. 


AH-87A "Taipan" 

Model Type: AH-87A (Naval model is the AH-87N Sea Snake. All information 
is the same, except it can carry torpedoes and depth charges as well as 
missiles. The -87N also has a sonar system.) 

Class: Attack Helicopter 

Crew: 2 


MDC by Location: 


*Nose Laser Turret........c:ccesseeeeeees 50 
StUD: WINGS: (2) eet aledesbcds secacdcnee 100 
PEE MAIN DOU Ye oes ie eeserecas eet eeceees 200 
Pilots compartment...........::::: 150 
SPEPEAOIIOS (2) seit ceuata cca 50 

SP lcci POON: ceceusaodveneedune uence vee) 


ARKAKM QIN POCOM....ccccececeeeeeeeeeeaeas 50 


Optional MML-24........... ee 50 


Optional DCL-24 (Depth charge launcher)..50 


Optional MedML-4............. eee 50 
Optional Torpedo launcher.............008 50 
Optional wingtip SRML-2................ 25 


*The nose laser cannon is a difficult target to hit. It requires a called 
shot at -4 to strike. 

**Destroying the tail rotor will cause the helicopter to spin wildly 
through the air and crash. Crash landing is possible at -30% 
***Destroying the main body will destroy the aircraft. 

****Destroying the engines (above the main body, below the rotor) will 
cause the aircraft to crash. Roll on piloting skill at -20% to crash land 
*****Destroying one or more of the main rotor blades will cause the 
helicopter to fly badly, when three are destroyed it will crash slowly, if 


all are destroyed the helicopter will crash immediately. 


Speed: 

Speed: The Taipan can hover stationary, or race to a maximum speed of 
500kmph. It cruises at 250 to 300 kmph. 

Max. Altitude: 1000m 

Range: Being Nuclear powered the Taipan can travel indefinitely. The only 
thing forcing a landing being the pilot's need for food, water, and 


relief. 


Statistical Data: 


Height: 5.3m with landing gear down 


Width: 2.75m without rotor, rotor has a diameter of 16m 
Length: 12m 
Weight: 8 tonne fully loaded 


Power system: Fusion 


Weapon Systems 

The optional weapons systems are mounted on the stub wings of the 
helicopter. The Taipan and Sea Snake each have 4 heavy pylons and 2 light 
pylons. The heavy pylons are mounted two on each wing, and can hold any 
one of the optional weapons, or two SRML-2 launchers. The light pylons 


are on the wing tips and can only hold one SRML-2 each. 


1. Nose Laser cannon 
A rotary laser cannon is mounted in a turret on the nose of the 
helicopter. 
Primary Purpose: Anti-personnel 
Secondary purpose: Close defence 
Mega Damage: 2D6 x 10 per burst, fires only bursts 
Rate of Fire: Bursts 
Range: 2000m 


Payload: Unlimited 


2. Mini missile launcher 
The MML-24 is a cylindrical missile pod, and is the main optional 
armament of the helicopter. 


Primary Purpose: Assault 


Secondary Purpose: Anti-aircraft 

Mega Damage: Varies usually 1D6 x 10 

Rate of Fire: 1 at a time or in volleys of 2, or all. 
Range: Varies 


Payload: 24/pod 


. Optional Depth charges 

The DCL-24 depth charge launcher fires depth charges the size of mini 
missiles. The launcher carries twenty-four of these charges. 

Primary Purpose: Anti-Ship 

Secondary Purpose: Anti-Sea Monster 

Mega Damage: 2D4 x 10 (note: if exploded out of the water, they do only 
1D4 x 10 

Rate of Fire: One at a time or in volleys of 2 

Range: Can be fired across to 500m, effective to a depth of 750m 


Payload: 24 per launcher. 


. Optional Medium Range Missile Launcher 

The MedML-4 is a quadruple missile launcher. The four missiles are 
clustered together in a cylindrical housing. 

Primary Purpose: Assault 

Secondary Purpose: Anti-Aircraft 

Mega Damage: Varies with missile type 

Rate of Fire: One at a time or in volleys of 2 or four 

Range: Varies with missile type 


Payload: 4 per launcher 


5. Optional Torpedo Launcher 
The Sea Snake version of the helicopter can carry medium torpedoes, 
stored in the same way as the Medium range missiles 
Primary Purpose: Anti-Ship 
Secondary Purpose: Anti-Sea Monster 
Mega Damage: 3D4 x 10 
Rate of Fire: One at a time or in volleys of 2 or 4 
Range: 15km 


Payload: 4 per launcher 


5. Optional wingtip Short Range Missile Launcher 
Primary Purpose: Defence 
Secondary Purpose: Anti-Aircraft 
Mega-Damage: Varies with missile type 
Rate of Fire: one at a time or in volleys of 2 or four (both launchers) 
Range: Varies with missile type 


Payload: Two per launcher for a normal total of four. 


Victorian Gulf. 

Many of the islands in the Victorian Gulf formed an alliance soon after 

the discovery of their situation, stuck between powerful forces to the 

North, and monsters to the south. On formation, they sought the 

protection of the KONA, through a trading alliance. The result of that 
request was nothing more than an ultimatum: Unconditionally join the KONA 


as a Subject state, or be conqured. Tact was not one of the strong points 


of the KONA King of the time. In response to this, The Gulf islands 
immediately offered alliance to Brindabella, and so a defence pact was 
signed: The Gulf islands were to supply materials and building facilities, 
in trade for which the Brindabellans would deploy some forces in the 
region, and train Gulf personnel (NOTE: the secrets of the supplied 
technology was not entrusted to the Gulf Islands so there are Republic 
technical officers to service their equipment. All equipment is hardened 


against intrusion, including by psychic or magic means) 


WATERCRAFT 


"Hornet" Patrol Boat 

The Hornet patrol boats are fast and manouverable. What they lack in 
heavy firepower, they gain in their ability to race up close to a target 
and escape quickly. Their small size also allows them to patrol for a 
reasonable distance up large rivers (not that there are many large rivers 
in Australia). The light armour and armaments of the Hornet boats are 
sufficient to challenge a few power armour soldiers, but these boats are 
used mainly for coast guard duties. There is a helicoptor deck at the 
rear of the boat that can accomodate either one helicoptor, a F/A-544, an 


Emu or 6 power armour units. 


Model Type: VPt-12 
Class: Patrol Boat 
Role: Inner coastal and river defence 


Crew: Minimum of 6: Captain, Navigator, Engineer (mechanic), 


Communications officer/electrical technician, medic, and gunner. The 

small crew number is attributed to the automation of many weapon systems. 
There are quaters for 25 and the normal number of crew members on a 
standard patrol is 20: The Captain, 2 navigators, 2 mechanics, 2 
communication officers, an electrical technician, 4 sensor operators, 4 
gunners, a doctor, a cook and 2 seamen. 


Typical Troop Detachment: One A/H-87N or one F/A-544 or one Emu Ill or IV. 


MDC by Location: 


Phalanx Anti-missile guns (3)..100 


Missile Launchers (2)........... 50 
*Main Body (Hull).............. 750 
Radar dome..........::2::20 75 
POONA Wha sdece ed i eedgee ven: 100 
*ESENSOM SYSLEM.......cceceeeee 80 


*If the hull is destroyed the ship will sink in 1D20 minutes. Inflatable 
rafts will deploy for 30 people 

**The sonar is underwater and can only be hit by torpedo, requiring a 
called shot at -3 to strike. the Sensor systems are located on the mast, 
destroying them will knock out all communication systems etc. 


Speed: 90 kmph (56 mph) 


Statistical Data: 


Height: 10 m including mast and radar dome 


Width: 4 m 
Length: 45 m 
Weight: 275 tonne 


Power System: Fusion with 20 years of life 


Weapon Systems 

1. Phalanx Anti-missile guns 
As the name suggests, these eight railguns are designed to protect the 
ship against missiles, as an added benefit they can destroy torpedoes 
travelling within 10 m of the ocean surface. They can be guided by any 
of the sensors aboard the ship (Radar, Sonar, infra red, laser, visual 
light or thermo-imager) depending on what, if any sensors are being 
jammed. They can also be aimed by hand if necessary. The high rate of 
fire is achieved by using a rotory barrel design. 

Primary Purpose: Anti-missile defence 

Secondary Purpose: Assault 

Mega Damage: The high velocity rounds do 3D6 x 10 per burst of 50 rounds. 

Against torpedoes, it does 2D6 x 10, and may knock the weapon of course 

(gives -1 to strike). 

Rate of Fire: Hand guided, it can fire as many times as the gunner has 

attacks. Guided automatically each can fire 6 times per melee. 

Effective Range: 1000m 

Payload: Each gun has 5,000 rounds availible, thats 100 bursts 


Bonuses to strike: +2 when firing automatically. 


2. Missile Launchers 


The main armament of the Hornet is the missile launch rails on either 
side of the deck (next to the bridge). These can launch short, medium 
and long range missiles that are stored in a magazine below. 
Unfortunately the location of the missile storage means that on a lucky 
strike (natural 20) with a missile or torpedo, if the weapon is not 
shot down it will detonate all missiles in the ship, doing full damage. 
Primary Purpose: Assault 
Secondary Purpose: Anti-Aircraft 
Mega Damage: Varies with missile type. 
Rate of fire: Each launcher can carry 4 missiles at a time, and these can 
be launched individually, or in volleys of 2 or 4. Reloading takes 1 
attack for short range missiles (regardless of number of missiles being 
loaded), 2 attacks for medium range missiles and 4 attacks for long range. 
Effective Range: Varies with missile type. Note: Short, medium and long 
range missiles can all be used. 
Payload: Four missiles can be carried on the launcher as well as 40 short 


range missiles, 20 medium range, and 15 long range. 


"Barracuda" Missile Boat 


"Stingray" Torpedo Boat 


The Empire of The West. 
The Empire is a grouping of small cities from the Western coast of 


Australia, united, they have excellent resources both in the form of food 


and minerals. They happily trade with any nation, and much of their money 

is invested in military weapons, armour and vehicles. This suggests that 

they either had little defence force to begin with, or they are planning 

to invade those nations they have been trading with. Little is known 

about the Empire except that they are armed with KONA and Woomera weapons, 


power armour and ‘bots. 


Woomera: Unaligned Armourers 

Woomera 

The city of Woomera is located on the edge of the Simpson Desert. Too 
little food is produced by the city to support it, so most is imported, 

and paid for with the profits from the sale of the excellent weapons and 
vehicles produced there. Woomera is a corporate city that specialises in 
weapons manufacture and, more recently, vehicle production. These goods 
are sold to anyone willing to pay the prices. It is reputed that Woomera 
was, before the coming of the Rifts, a weapons design and testing 

facility. This may be fact, as the Woomeran guns are often of pre Rift 


quality and power. 


The Weapons of Woomera 

All weapon systems produced in Woomera are of high standard, they rarely 
misfire and can take a beating, they are built for the roughest of 

conditions on the continent. Woomera produce few light weapons, and no 
pistols, specialising instead in weapons that can take down a robot (or 
demon) in as few shots as possible (the exception is the vibroblade, which 


Woomera continues to produce as few others do so). 


Vibro Blades 

Vibro Blades as availible in America and Europe are produced in Woomera. 
Identical weapons with identical stats. The Aussie Vibro blades are 

styled slightly differently, appearing generally less elegant but more 


robust. 


W-11 

Heavy Plasma Cannon 
Weight: 6 kg for the gun. 
Damage: 1D6 x 10 MD 
Range: 400m 

Rate of fire: Single shots only. 
Payload: 16 blasts per clip 
Cost: 45,000 CR 


W-51 

Portable Particle accelerator 

Weight: 24 kg for the gun, 55 kg for the power pack. 

Damage: 1D6 x 15 MD 

Range: 800m 

Rate of fire: Single shots only. Will overheat if more than 6 shots per 
melee are fired. If the weapon overheats, it will be useless until 
1d6x100 credits worth of repairs are made. 

Payload: Effectively unlimited when run off a fusion pack or robot/power 


armour suit. 


Cost: 75,000 CR 
The term "Portable" is really a relative statement. It is portable if you 
happen to have supernatural strength. The gun weighs 24 kg, the power 


pack weighs more than twice that. 


W-21 

Heavy Laser Assault Rifle 

Weight: 3 kg for the gun. 

Damage: 4D6+3 MD 

Range: 900m 

Rate of fire: Standard 

Payload: 30 blasts per clip 

Bonuses: +1 to strike from laser sighting 


Cost: 25,000 CR 


W-7 

"Spear Thrower" 

NOTE: a "woomera" is an Australian Aboriginal spear thrower. 
Weight: 5 kg 

Damage: Varies with missile type. 

Range: Varies with missile type. 

Rate of fire: A crew of 2 can sustain 4 rounds/melee. 1 man can fire 2 
per melee 

Payload: One (1) 

Bonuses: +2 strike from thermal scope. 


Cost: 150,000 cr for the gun 


The W-7 is the best mini-missile launcher availible, it is rugged and user 
friendly. The rate of fire may be increased to 6 per melee for a single 
gunner if the weapon is mounted and fed by a gravity feed system, that is 
a loading bin sits above the weapon, and the rounds are simply dropped 
into it, from where they feed down to the weapon automatically. The bin 


holds 6 missiles. 


"Fire Arrow" Missiles 
Damage: HE: 1d6 x 15, "Hyper-Plasma" (HP): 3d6 x 10 
Range: HE: 900m _ HP: 800m. 


Cost: 11,000 CR / HE round, 40,000 CR / HP round 


AUSTRALIAN ABORIGINALS 
The Australian aboriginal people have always had a close link with their 


land. Stories abounded about deaths caused by "black magic", many people 


believed those true, but there were many explained them as excuses made by 


the early settlers for a failure of crops, or an inability to work. After 

the time of Rifts Aboriginal magic has become very obviously real. The 
aboriginal magic mostly relates to the land and to survival, finding water 
and food. But there are also some very powerful offensive magical 
powers, like being able to cause a slow, wilting death from the pointing 

of an animal bone. Healing through use of normal and magic plants has 
also been mastered by the aboriginal people. So, while they never learned 
to build permanent buildings or spectacular magic weapons, the Aborigines 


are a very powerful race. 


The aboriginal people have never been masters of any great technology, 
they discovered neither powered or manned flight, or the wheel. Their 
powers were all in a very different vein. In early pre-history, the 
aboriginals were able to survive in inhospitable terrain. That survival 
was from their link with the natural world, aided by their magical 
abilities. For Forty thousand years they were the soft footed rulers of a 
continent. However, just as their magic powers were at their weakest, 
with the relatively recent disappearance of the ley lines, European's 
invaded. The aboriginals' resistance was spirited, but unable to contest 
with gunpowder while lacking their supernatural powers. They were soon 


overpowered. 


Only a few hundred years after Europeans arrived, the Cataclysm killed 
many of them off. The magic returned to the land. As much of it was left 
unsettled, the native people had the chance and the power to rule again. 
They are happy with the great amount of land that they have, and so are 
not going to contest it with either KONA or Canberra. Not unless one of 
them decides to take more land, or damage any of the continent in a severe 


Way. 


AUSTRALIAN ABORIGINAL R.C.C. 

The Australian Aborigine was thought during the 20th century to be an 
ignorant savage that arrived in Australia some time not much longer than 

40 thousand years before. They could have been more wrong, but not much. 
The Aboriginals did arrive around 40 thousand years before the Cataclysm 


but never were a race of savages. They gained a close tie with the land 


that no "civilised" race has ever managed, and their "Earth Magic" rivals 
any other magic school, especially as it can not be learned by a non 
aboriginal, it is a natural ability similar to psionics, where the 

Aboriginal mage calls on the land to help him. Because of their natural 


magic nature, aboriginals are MDC creatures on RIFTS earth. 


Alignment: Any. 

Attributes: IQ, ME, MA, PB are normal. PS 3D6 + 4, PP: 4D6, PE: 5D6, Spd: 
3D6 + 6 

Hit Points and SDC: Normal Hit points, + 2D6 x 10 SDC, for SDC worlds 
MDC: 3D6 x 10 MDC + 2D6 per level. 

PPE: 2D4 x 10 + 20 base, plus 3D6 per level. Can draw on an extra 1D4 x 
10 per week per level from the earth (ie. at level 1 he can draw on 1D4 x 
10 PPE, at level 2 he can draw on 2D4 x 10 PPE). The only other method of 
gaining PPE is from other people, in the same way as another type of spell 
caster. Animal sacrifices and Ley lines are useless for Aboriginals, 
although, their PPE available from the earth increases in the same way as 


ley lines during peak periods. 


RCC Abilities: 

1. Ability to use earth magic, learns 4 spells per level from his/her 
level or 2 spells from 1 level higher. 

2. Superhuman vision, 20/20 vision, but can see twice as far and twice as 
clearly as a normal human. 

3. Nightvision, Can see 75 meters at night, by starlight or moonlight. 


Can NOT see if there is NO light present 


4. Able to go without food for three times as long as a human, and water 
four times as long. However, after doing this they must either eat an 
enormous amount or drink about 4 litres of water, depending on what 
they went without. 

5. Natural prowl ability, An aboriginal can prowl naturally at an ability 
level of 65% regardless of level. The Prowl skill will increase this 
by a one time bonus of + 15, then at the normal rate of increase by the 
prowl skill. 


6. Bonuses: +1 attack, +1 initiative, +2 save vs Earth Magic 


NOTE ON Aboriginal Languages: 

There were once numerous different aboriginal languages in Australia, 
however through the loss of much of their culture with the arrival of 
Europeans, there are only about 30 remaining, unevenly distributed across 
the continent. There are no native aborigines in Tasmania, however, some 
have emigrated there from the mainland. There is no written Aboriginal 
language, but traditional art fulfils the purposes of simple written 
messages and maps. An aboriginal character can understand the language of 
his or her home area and has a 40% chance of being able to understand a 
language of any place in his geographical zone of Australia. However 
outside this region he or she has only a 5% chance of understanding 


anything. 


RCC Skills 
Language: Aboriginal (local) 


Language: Aboriginal 2 from nearby 


Lore: Dreamtime/Aboriginal Magic 

Cook 

Tracking: Humanoid 

Tracking: Monsters/animals 

Wilderness survival: Australia only 

Holistic Medicine 

Hand to Hand: Basic (can be upgraded to Expert for 1 Other skill or 
Martial Arts for 2) 

Land Navigation (traditional not with map/compass) 

WP Spear 


WP Targeting 


RCC Related Skills 
Select Six other skills + one additional skill at levels 3, 6, 9 and 12, 
from the following categories: 
Communications: Radio Basic only 
Domestic: Any (+5%) 
Electrical: Basic Electronics only 
Espionage: Any (+5%) 
Mechanical: Basic or Automotive only 
Medical: First aid 
Military: None 
Physical: Any (+10% on any but prowl) 
Pilot: Any but Jets, Robots, powerarmour and Tank/APC 
Pilot Related: Navigation only 


Rogue: None 


Science: Any 

Technical: Art: Traditional, Art, Language, Literacy, Lore and 
Writing (+10% on traditional skills of Art and Language) 
WP: Any 


Wilderness: Any (+20%) 


Secondary Skills 


Select 5 Secondary skills from the above list, without benefit of bonuses. 


Appearance: Aboriginals look the same as any other person, skin colour 
varies from looking like a dark tan (in the south and central east) to 


black, in the north. 


Equipment: Start out with clothing that can be either traditional (from 
near nothing to furs) or modern clothing, Blanket if in a cold area, metal 


knife and just about any other gear of low value that can be carried. 


Weapons and Armour: If employed by either KONA or Republic the character 
will have weapons and armour as supplied by the government. All 

Aboriginal characters have either and enchanted wooden weapon or an energy 
rifle and 2 clips, a normal ancient weapon (usually a spear and thrower) 

and conventional rifle for hunting and either normal or enchanted armour 


of 75MDC or lower, usually with a low prowl penalty. 


Money: About 1D4 x 10 credits in cash and saleable items (usually gems or 


gold) to the value of 1D4 x 1000 credits 


Earth Magic aka Dreamtime Magic 

The Earth Magic is not a power drawn from an elemental intelligence as is 
elemental magic. Earth Magic seems to be drawn from the earth itself, and 
as such is very different to any other. No non-aboriginal can learn the 
earth magic as it comes from their unique link with their environment, in 
the same way, no aboriginal character can learn any other type of magic 
because it is foreign to their nature, they can not grasp the way in which 
power can be drawn from ley lines, etc, in the same way that another race 
cannot grasp the aboriginal way of drawing the power from the earth. 
Despite these differences, the earth magic is similar to normal spell 

magic in that it uses the same power source, PPE, only in a different 

form. 

Aboriginal characters start off with (on top of what they gain / level, 3 
spells from level one, two from level two and one from level three OR 
four. New spells can be learned naturally as described under Aboriginal 
RCC or can be taught by an elder (level 15 or higher). There is usually an 
elder in every tribe. Elders give spells as reward for service to the 


tribe. 


Casting The magic: 

Most of the magic listed is cast normally, by uttering a "power" word etc. 
However, some can be cast through pointing a specially prepared animal 
bone, similar to using a wand. The bones are single use only and not 


rechargeable and give the following bonuses: The bone can be prepared 


beforehand so as not to require expenditure of PPE at the time, and to 
allow the caster to draw on other people for PPE and characters are 

required to save as if against ritual magic. Other aboriginals need also 
get a penalty of -2 to save, because of the fear the bone point instils in 


them. 


Level 1 
Thunderclap 
RANGE: 10m 
DURATION: Instant 
PPE: 6 


Identical to the thunderclap spell listed in RIFTS 


Find water 

RANGE: Will find fresh or salt water (specify) water within 50km 
DURATION: Until water is found or 48 hour (whichever comes first) 
SAVE: N/A 

PPE: 4 

Allows the character to find either drinking water or salt water (caster's 


choice) within a 50km radius. 


Chameleon 

RANGE: Self or by touch 

DURATION: 5 minutes (20 melees) / level 
SAVE: None 


PPE: 6 


Alters the colour of the character to match the surroundings. 
98% effective if still 

65% effective if moving 1m/melee or slower 

25% effective if moving 2m/melee or slower 


ineffective if moving faster 


Dust storm 

RANGE: Fills an area of 100m x 100m / level of the caster 

DURATION: 2 minutes (8 melees) per level 

SAVE: none 

PPE: 20 

This spell summons a dust storm. It will only work in dusty areas or 
areas with dust nearby, deserts and beaches are perfect, a city will often 
be dusty enough, no chance of it working in thick grasslands or dense 
forest. The cloud moves at 60kmph and is abrasive, doing 3D6 SDC/melee in 
the storm. The dust will get into machinery and clog up joins in power 
armour, making them stiff after 1 melee (-2 parry/dodge when on the 
ground). It also blanks out completely normal, Infra red, ultra violet 

and nightvision. Thermal imaging is reduced to half effective range. In 
the storm not only is a character blinded but he or she also will be 
irritated by the dust. Those not in environmental armour or wearing an 
air filter are -1 strike, parry and dodge. All in dust storm are -5 

strike, parry, and dodge, in addition to any other penalties from the 


dust. 


ID Plants 


RANGE: Touch 

DURATION: 5 minutes (20melees)/ level 

SAVE: None 

PPE: 10 

This allows a character to identify any plant as being edible, poisonous, 
having healing or other useful properties, by touching them. On touching 
a plant, the character has an instant and temporary knowledge of it at the 


equivalent of 98% ID plants and fruits, and holistic medicine 


Hear approach 

RANGE: 100km 

DURATION: 5mins (20melees)/ level 

SAVE: Prowl skill 

PPE: 20 

This spell allows a character to, by putting his or her ear to the ground, 
hear an army or large robots moving around up to 100km away or a group of 
10 or more foot soldiers 5}0km away or 1 person up to 5km away. The 
character can discern number of troops, size (or type if combined with 
Intelligence skill) of troops, distance accurate to 10m/km, speed and 
direction of movement. Battles are easy to hear and can be discerned at 


300km away and the proceedings accurately followed at 100km range. 


Level 2 
Climb 
RANGE: Touch or self 


DURATION: 10 mins (40 melees) / level 


SAVE: none 

PPE: 15 

This spell endows the subject with a spider like ability to climb. Rock 
surfaces, ropes and other easy substances can be climbed at 98% 
proficiency. Difficult surfaces can be climbed at 80% and something as 


smooth as glass can be climbed at 50%. 


Presence sense 

RANGE: 20m 

DURATION: 5 mins (20 melees)/ level 

SAVE: none 

PPE: 5 

This spell is similar to the Psionic power. A character can sense the 
presence of most intelligent creature by the disruption they cause to the 
natural flow of energy. It does not work on natural or native animals or 
Aboriginals, as they are part of the natural environment and the energy is 
not disrupted by them, except in the case of an Aboriginal casting their 
magic. Caster can sense the rough number of presences; one, few (2-4), 
many (5-10), or a great number (more than 10). Can sense whether the 
presence(s) are intelligent, and with one presence can tell approximately 


how long they have been in Australia. 


Sense damage to land 
RANGE: 5km 
DURATION: instant 


SAVE: None 


PPE: 10 
This allows the spell caster to tell if any damage has been done to the 
surrounding land. Damage may include; digging, mining, lighting of fires, 


unnatural bushfire, warfare and building. 


Silent approach 

RANGE: Self 

DURATION: 5 minutes / level 

SAVE: none 

PPE: 15 

Through this spell, the caster can ‘order’ the surrounding ground to allow 
him to pass silently. Twigs do not break, leaves don't crackle. Improves 
Prowl ability by 30% in bushland, or 15% in desert or other relatively 


silent areas. 


Track 

RANGE: Self 

DURATION: 2 minutes (8 melees) / level 

SAVE: none 

PPE: 10 

This spell gives the character the ability to track animals at 60% and 


humans at 85%. As well as the power to identify tracks at 75%. 


Alter wind direction 
RANGE: 20km radius 


DURATION: 5 minutes / level 


SAVE: none 

PPE: 30 

This spell gives the character control over the wind. Allowing him or her 
to order it to change direction. New directions can be given as often as 

required within the 5 minutes. Great for blowing poison gasses back on 


the enemy! 


Ignite fire 

RANGE: touch 

DURATION: instantaneous 

SAVE: None if non-living, standard if living 

PPE: 5 

Primarily for lighting campfires, this spell is severely limited in 

usefulness in an offensive way. Firstly to light someone the caster must 
touch them, secondly, the damage is only 4D6 SDC / melee and the burning 


stops almost immediately (within the first melee). 


Level 3 

Sense fire 

RANGE: 10 km + 1 km/ level radius 

DURATION: 5 minutes / level 

SAVE: None 

PPE: 10 

This spell allows the character to detect fire at a range of ten 

kilometres or more. The spell caster can tell the approximate location of 


the fire (to within 50 meters) and how large the fire is 


(Candle/Campfire/Bonfire/Bushfire and anywhere in between). This spell is 


great for finding an enemy who likes to cook his/her dinner! 


Raise temperature 

RANGE: 50 m + 1 m/ level radius 

DURATION: 4 hours / level 

SAVE: None 

PPE: 40 

This spell has no real value as a weapon soldier to soldier, but is 

excellent in a siege or if you want to force someone off an area of land, 

or if it's getting too cold for you (although Aborigines avoid using the 

spell for that purpose). The temperature of an area can be raised by 20 
degrees (Celsius) which can take some areas in the summer to 65 degrees!!! 
Not only intolerable, but often deadly. The caster is immune to the 

effects and no matter how many times the spell is cast by any number of 
different casters, the temperature can not be raised over 65 degrees. A 
temperature raise of 10 degrees can be maintained for twice as long as one 


of 20. 


Stop rain 

RANGE: 500m radius / level 
DURATION: 5 min/level 
SAVE: None 

PPE: 35 


This spell, as the name suggests, will stop rain within the radius. 


Call rain; lesser 

RANGE: 500m radius/level 

DURATION: 15min/level 

SAVE: None 

PPE: 50 

This spell is of a "rain dance" style, it calls on the sky to produce 

rain. The spell takes 1 minute to cast and within 2 minutes after that, 
clouds will form and rain will start to fall. The caster can regulate it 
from light drizzle to a full thunderstorm (No, you can not control the 


lightning). 


Endow Magic Qualities (on wooden weapons) 

RANGE: Touch 

DURATION: Permanent 

SAVE: None 

PPE: 100 

This spell allows a character to make wooden weapons magical. The weapon 
must be fully of wood, including a blade if applicable. The magic items 


that can be made are listed in the weapons section. 


Level 4 

Fire Ball; lesser 

RANGE: 100m 
DURATION: Instantaneous 
SAVE: Dodge 


PPE: 10 


This spell creates a fireball that inflicts 1D4 MD / level of experience 


to the target. It can be dodged, but has a Strike roll of 16. 


Hold animal 

RANGE: 10 m 

DURATION: 1 minute / level 

SAVE: Standard 

PPE: 10 

This spell will "freeze" any non-intelligent, non-magical animal where it 
is, itis unable to move. It is useful when hunting or against guard 


dogs, etc. 


Summon cloud or fog 

RANGE: 20 meters radius 

DURATION: 20 minutes / level 

SAVE: None 

PPE: 15 

This spell will create a cloud or a fog out of thin air, it is good for 

giving shade, or for signalling, as the cloud can be put at any altitude, 
up to 600 meters or 1800’. The fog is cool and can be used as a slightly 


effective counter to the raise temperature spell. 


Spoil food/water 
RANGE: 10 cm 
DURATION: Permanent 


SAVE: none 


PPE: 15 

This spell will spoil either 5 L of water, or 5kg of food per level. 

Spoiled food tastes bad and is poisonous, anyone who eats it and fails a 
saving throw vs. non-lethal poison suffers nausea, stomach aches and 
headaches. They are to -6 strike, parry, dodge, roll and save vs 


anything. Speed is reduced to 1/3 


Minor curse 

RANGE: 10 m 

DURATION: 24 hours / level 
SAVE: Standard 

PPE: 45 


Inflicts a curse the same as the level 8 spell Minor Curse 


Level 5 

Repel animal 

RANGE: 1 km / level 

DURATION: 6 hours / level 

SAVE: None 

PPE: 20 

All animals in the area of effect are repelled by this spell, they will 


leave as quickly as possible and not return for the duration. 


Control fire 
RANGE: 10m 


DURATION: 5 minutes / level 


SAVE: None 

PPE: 20 

This allows the character to control a fire completely, from making it 
leap out of the fireplace and run across the room, to putting itself out. 
Attacks with the fire do 4D6 SDC, and anyone who does not know it is a 
spell effect must save vs. Horror Factor 16. Strike roll for fire attacks 


are at +3 only, no other bonuses. 


Superhuman endurance 

RANGE: Self 

DURATION: 1 hour / level 

SAVE: None 

PPE: 30 

Temporarily increases the caster's PE by 10 points, and MDC by 30, damage 


is taken from the magic MDC first. 


XXXXXXX 

Good luck 

RANGE: Self 

DURATION: 5 min/level 

SAVE: None 

PPE: 40 

This spell makes the character incredibly lucky. For every roll they 
make, such as dodge, strike, save or for a skill, they get two attempts 
and can take whichever they want. It has no effect when rolling for 


bonuses from a skill, or going up a level: Used for COMBAT, SKILL USE AND 


SAVES ONLY 


Level 6 

Bad luck 

RANGE: 2 m 

DURATION: 5 mins/ level 

SAVE: Standard 

PPE: 60 

This spell inflicts bad luck on whoever it is cast on. Every time they 
roll for something, they must roll twice, taking the WORST of the two 
rolls. The same conditions apply as on Good luck. 


XXXXXXXXX? 2??? 


Call lightning 

RANGE: 50m 

DURATION: Instantaneous 

SAVE: None 

PPE: 15 

This is identical to the Level 6 spell Call Lightning, it does 1D6 MD per 


level of the caster. 


Warp earth 

RANGE: Self and 1 other / level 
DURATION: 1 minute / level 
SAVE: None 


PPE: 40 


This spell is similar to the Mystic portal, it allows a character to walk 
up to 30 km + 5/ level, in only one step. However, it takes one full 
melee to cast the spell if one wants to cover anything over 1 km. For 
distances of 1 up to 1000 meters, the spell can be cast in a single 


attack. 


Cure illness 

RANGE: Touch 

DURATION: Permanent (until the illness is caught again) 

SAVE: None 

PPE*35 

This spell will cure any minor sickness. Most non life - threatening 
diseases are curable through this, but basically its up to the GM. 60% + 


5% chance of sucess. 


See aura - special 

RANGE: Line of sight 

DURATION: 5 minutes / level 

SAVE: As with See Aura (RIFTS p 168) 

PPE: 15 

This is very similar to See Aura, however it will tell, on top of what See 

Aura shows, the approximate age, race, sex (if applicable) and approximate 
alignment (Good, Evil, or unsure) of the subject. NOTE: an reading of 
unsure could mean selfish, changing alignment, altered aura, or that the 


person's aura is simply difficult to read. 


Level 7 
Fireball; greater 
RANGE: 100 m + 10/ level 
DURATION: Instantaneous 
SAVE: Dodge* 
PPE: 20 for light, 40 for heavy 
This spell creates a fireball similar to the Lesser Fireball, however, on 
impact it explodes. It is very difficult to dodge, the character having 
to roll a 19 and needing to be able to leap out of the blast radius. If 
the character is unable to leap away, he/she can dodge the impact, and 
take the damage done to the blast radius. 
LIGHT: 

Damage to target: 1D6 MDC / level 

Damage to blast radius: 1D4 MDC / level 

Radius: 5m + 50cm/level 
HEAVY: 

Damage to target: 1D4 x 10, + 1OMDC/level 


Damage to blast radius: 1D4 x 5 + 5/level 


Metamorphose: Aussie animal 

RANGE: Self or other by ritual 

DURATION: 1 hour / level 

SAVE: None 

PPE: 30 

Similar to the Metamorphosis: Animal on p179 or RIFTS, however the caster 


can only 'morph' into an Australian native animal. Insects are not 


permitted. 


Inflict illness 

RANGE: Touch, or by bone point to 20 m 

DURATION: 12 hours per level 

SAVE: Standard or by bone point 

PPE: 50 or 60 to make a 1 use bone 

This has the effect of causing the symptoms of a sickness of the casters 


choice with the same penalties as the Sickness spell on RIFTS pg 181. 


Turn to dust 

RANGE: Touch or by bone point to 5 m 

DURATION: Permanent 

SAVE: Standard or by bone 

PPE: 50 or 60 to create a bone pointer 

This spell will turn a small amount (2kg / level) of near anything to 
dust. Note: the dust will be of the same material the item was, ie an 
iron sword will turn to iron dust. Against MDC structures it will do 1D4 


x 10 MD. 


Level 8 

Create spring 

RANGE: Touch 
DURATION: 1 hour / level 
SAVE: None 


PPE: 60 


This spell will create a freshwater spring in the ground, it involves 

touching the ground, and where the caster touches water will rise, at a 

rate of 1 Levery 5 seconds. NOTE: it is advisable to create the spring 
somewhere where the water can be collected, as in sand it would often just 
sink back into the ground. This may only be cast on ground, it will not 
work in a building (unless the "building" is a cave), and it is not 

possible to bring forth water from somones forehead or from a robot or 


vehicle. 


Flash flood 

RANGE: 500m 

DURATION: Special 

SAVE: Special 

PPE: 150 

The target must be in a hollow: a riverbed, the bottom of a valley or 
somewhere else that water could naturally flow. The water can flow up to 
5 km around, and the only way someone can avoid being caught in it is by 
seeing it coming, a difficult thing to do whilst asleep at night in a 

tent, or in a similar condition! On casting the spell, water will rapidly 
seep out of the ground nearby, but not go away, until the caster gives the 
signal. In this way, the caster can control the size of the flood and 
therefore the distance it will travel. The biggest it can be is a wave 

about 2 m high, 5 wide and 10 long. It takes 2D6 minutes for the flood to 
form. A flash flood is unlikely to do mega damage, GMs use your 


imagination as to the effect of a 2m wall of water hitting something. 


Earth meld 

RANGE: Self 

DURATION: 6 hours / level 

SAVE: none 

PPE: 75 

This spell is an ability to melt into the earth. The earth melding 
character will look to others as if he is just sinking into the ground. 

The meld takes 2 melees and when melded the character can not be injured 
in any way, he is not detectable by any means, except scrying, as he has 
become a part of the earth. On cancellation of the spell, or at the end 

of the duration the caster instantly reforms in a lying position on the 
surface. He/she will be dazed for one minute after surfacing, reducing 
all abilities (except the natural prowl skill), attributes, skills and 

saves to half. While melded he/she is completely unaware of anything 


happening above. 


Level 9 

Calm storm 

RANGE: Affects a5 km radius / level 

DURATION: Special 

SAVE: none 

PPE: 50 

This spell will hold back a storm for 1 hour / level, if the storm would 
have dissipated during that time, it does so, otherwise it starts up 
again. The spell does not remove clouds etc, it only stops rain, thunder, 


lightning, and wind. 


Rolling thunder 

RANGE: Special 

DURATION: up to 4 melee (1D4) 

SAVE: Special 

PPE: 40 

This spell Creates a low, black cloud, 100m wide, 10m high and 10m long, 
1.5m off the ground. The cloud races along the ground for up to 4 melees 

in one direction as indicated by the caster, it can NOT change direction. 

As it races across the ground, it sparkles with lightning and booms with 
thunder. Anything unnatural it hits is struck by lighting and probably 
deafened and thrown to the ground by the thunder for 2D4 melees if they 
don't have ear protection or 1D4 with ear protection. GB pilots in their 
armour are not effected, neither are other large robots with sound 
dampening. Chances of being knocked down are as per the knockdown table 
in CONVERSION BOOK 1 for 50MDC, although the damage is only 1D4 x 10 SDC 
to the unprotected. Penalties for being deafened are: -8 initiative, -3 

parry and dodge. If knocked down, the character looses initiative and one 
attack. The only characters that get a save are Aborigines, or any mutant 
Australian animals who get a standard save, if they save the cloud just 


passes around or through them. 


Divert water 
RANGE: 10m 
DURATION: 5 min/level 


SAVE: none 


PPE: 50 

This spell allows the character to divert water, when the spell is cast, 
no water will come within 10m of him (better make sure those water 
canteens are empty!) This is the perfect counter for the Flash Flood 
spell described earlier. If the character falls or steps into a large 
body of water (large river, pond, lake, ocean, etc.) the spell is 


instantly cancelled 


Level 10 

Pointing of the bone 

RANGE: 10m 

DURATION: Permanent unless cancelled 

SAVE: Bone point 

PPE: 200 

This is a very powerful spell, if a character is pointed at by sucha 

magic bone, he/she will slowly waste away, loosing 1D4 x 10 SDC or MDC / 
day (if they fail their save). In a few days they will die unless the 

caster cancels the spell or someone casts a Remove Bone Curse. A normal 
Remove curse has a 50% chance of working. The bone pointer may only be 


used once. 


Remove Bone Curse 
RANGE: Touch 
DURATION: Permanent 
SAVE: Special 


PPE: 80 


This spell can either cancel a bone curse or disable/disarm a pointing 
bone of any type. When attempting to disable a bone, it gets a standard 


save. 


Summon Storm 

RANGE: 5km radius / level 

DURATION: 1 hr/ level 

SAVE: None 

PPE: 100 

This spell is similar to the summon rain spell except that it summons a 
storm of Hurricane proportions. Winds capable of knocking over a robot 
(Knockdown as 70 MDC) are created and driving rain, as well as thunder and 
lightning. Any character in the storm has a 10% chance / melee of being 
struck by a lightning bolt the same as the spell at level 5 (5D6 MD) with 
no dodge. Combat is very difficult in that weather. The caster is not 


affected by the wind, rain, lightning etc. 


Remove curse 

RANGE: Touch 

DURATION: Permanent 

SAVE: none 

PPE: 75 

This spell will remove most curses, but has no effect against the Bone 


Curse. GM's Discretion with other curses, but this is a powerful spell. 


Pine Gap 


A US base in Australia. | have it as a minor plot device, they are armed 

with Glitter boys and SAMAS, and speak American rather than Australia. 

The people of Pine Gap take great pleasure in attempting to immitate 

the Aussie accent. The same is true the other way too. This seems as good 
a place as any to note that American E-Clips are NOT compatible with Aussie 
weapons, or not without a great deal of modification. The Australians use 
the metric system of measure, and seem to be almost alone in the world in 
doing so (along with the French and Russians - what company! [no offence 
meant to any French or Russian people, or the rest of the world for that 


matter]) 


Desert Nomads 


November, 2384. 

...|am part way through my crossing of the desert on my return from 
the West, this time travelling through the south of desert rather 

than the Aboriginal controlled north. Nomads have twice approached 
my group obviously having seen the dust plume our vehicles throw up. 
However, on each occasion they backed away, obviously thinking that 
their Woomera built weapons, and vehicles made of scrap were no 
match for our well equipt force. These people, the nomads, spend 
their lives travelling the desert and the drier parts of the 

outback, searching always for new water holes or for poorly defended 
travellers who can be robbed easily. Those who the nomads are 


sucessful against are usually left with only enough equipment to get 


to the nearest town. Those who try too hard to keep hold of their 
gear, or who offend or harm the nomads excessively are often killed. 


Of course, some nomads will kill someone simply for fun. 


-Excerpt from the diary of Major Rebe 


Although the nomads of the central deserts are not aligned with each other 
or with anyone else, and are not a military force of any kind, they are 

worthy of mention for interest if nothing else. | usually use them as 

minor plot twists, an attack by nomads always livens things up. They are 
also good for starting fights, stealing gear from characters that are 

getting too powerful etc. Design their vehicles as you will, most of them 

are dune buggy style, a frame with four wheels (usually), a big engine and 

a big gun, energy, rail gun or I-Gun, depending on what they've scavenged. 
Just about everything a nomad owns has been scavenged or stolen. They are 


willing to fight, and will not back down from a challenge. 


Tasmania 


My friends and fellow Aussie role players have suggested a great number of 
ideas for Tasmania. | haven't used them because | have relatives there, 
and so all | said would reflect on me (dimmly at least). Anyway, my Rifts 
Tasmania has nothing to do with apples or strange mutants. (Sorry to any 


non Aussies, but you have to be Australian, or know us well, to understand) 


Tasmania is the one part of Australia that was hit really hard with ley 

line activity, and with the twin curse of monsters. The Tasmanians are 
fighting for their lifes, assisted by supplies from both the Kingdom Of New 
Australia and Brindabella. That's the only place where you'll see a 

trident power armour unit fighting alongside an ANZAC. And one of the few 


places in Australia where you'll see humans fighting monsters. 


Vampires in Australia 
There are few vampires in Australia because of the low PPE level. Vampires 
like most monsters are not attracted to Australia due to the lack of magic 


energy 


Monsters in Australia 

Other than the few that follow, most monsters are very uncommon in 
Australia. Because of the lack of magic energy, they search out the 
greener pastures of Atlantis, England, Europe and America. Tasmania is the 
exception. That is a place riddled with monsters of all sorts, as 


described in the Conversion book. 


Giant Armoured Crocodile 


The Giant Armoured Crocodile (or Giant Croc’) is a genetically engineered 


crocodile. Not a great deal of mutation was nessecary due to the already 


fearsome size and nature of the crocodile, even before the Giant Croc was 
created there were crocodiles of enormous length, whose skin would deflect 
bullets of lower calliber. The Giant Croc has been increased in size and 


strengthened to megadamage toughness. 


Alignment: Not Applicable - animalistic predator 

Attributes: IQ: 1D8 (cunning animal) ME: 2D6 MA: 1D4 PS: 2D6 + 20 PP: 
4D6 PE: 1D6 +10 PB: 1D6 SPD: 4D6 + 4 

MDC: 1D6 x 50 

Weight: MDC times 10 in kilograms. That means a 100 MDC Croc would weigh 
1000kg or 1 tonne 

Length: MDC divided by 10. Thus a 100 MDC Croc would be 10m long. 
Horror Factor: 12 

PPE: 1D4 x 10 

Natural Abilities: Night Vision: 50m, keen vision, keen smell, swim 98%, 
prowl 35% on land, 65% in water or swamp. 

Combat: six attacks, usually bight (4D6 MD), claw (6D6 MD) or swipe with 
tail (2D6 MD). 

Bonuses/penalties: +3 initiative, +2 strike, -1 dodge, does not parry, +6 
save vs. Horror factor. 

Magic/Psionics: None. 

Appearance: Like a giant crocodile. 

Average life span: 300 years 

Habitat: Northern swamps and some billabongs, northern sea shores and 


other waterways. 


Drop Bears 
Anyone who does know what a drop bear is, use them against people who don't 


Perhaps throw in a few hoop snakes too. (sorry, another Aussie joke :*) ) 


